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PAGF. 6 is. n Liter's magazine and rel;es 
entirely on readers' iupport in submitting 
articles, and program * The aim is to explore 
ATARI computing throu-gh the exchange uf 
information and knowledge Wtf will endea- 
vour to pai/ for articles and programs where. 
appropriate and we hope chat you will gain 
satisfaction from seeing your work published 
In lum we hope that you will learn from 
articles submitted by other readers. All pub- 
lished material is eligible for aw-aidi in the 
Annual Readers' Poll and may receive ad*t- 
inonal Ediional awards as announced from 
time to time in the magazine. 



All original articles, programs and 
other materia! in PAGE 6 is copyright of 
the author an urediled All un c red i ted 
maienal is copyright PAGE 6 Unity*, 
containing the byline All Rights 
Reserved' any material in PAGE 6 may 
be re-used by User Groups and other 
n on- profit making organisations without 
permission. Permission To use material 
elsewhere should be obtained from 
PAGE 6 or the author Editors of 
newsletters reproducing material are 
requested to send a copy of the relevant 
issue to the Editorial address of 
PAGE ft. 

Whilst we take whatever steps we can 
to ensure the accuracy of articles and 
programs and the contents of 
advertisements PAGE 6 cannot be hdd 
liable foT any errors or claims made by- 
ad vertssers 
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Editorial 



ST - DIVIDING THE COMMUNITY? 

[ have mixed thoughts about the ST. On the one hand it is an Atari 
and will certainly be of great interest to many- of ourreaders who for the 
past couple oi years have been trying to stretch their SOO's or XLs 
beyond what most uninformed people thought possible. On the other 
hand there is a danger that the machine wi]] drift off inly the heavy 
business end to become the preserve of business men who have no 
interest in computing as such. This side was graphically represented by 
agentleman on the Atari standar the PCWshowwho lookeddown his 
nose in disdain when I introduced myself as the publisher of an Atari 
Users magazine ' We only produce products for business men' he 
said. 

As I sit and write I have an ST lying idle beside me. Idle because there 
is no software available and. much ro my regret, I won't have the time to 
explore it in the same way as I did my old 800. ] am- afraid that 
programming for myself has had to go by the board since I started 
PAGE6. 1 bought it for several reasons. I want to run all of the business 
and subscription side of PAGE 6 on an Atari machine. 1 have been 
proud of the fact that every single facet of PAGE 6 has been 
accomplished using Atari equipment from the beginning but 1 have to 
at In nl lhii.it at times it has been a struggle' The 520 ST will provide all the 
power that I will ever need to continue and improve PAGE6. 1 also want 
to keep in touch with all the different types of software that will become 
available. I must admit that 1 was not looking forward to the machine 
with the same excitement as when I just had to have that 400 all those 
years ago. but now that I have played a little with it, all the old 
excitement has come back I want to know what's inside, I am eagerly 
awaiting the first books, dying to get hold of software and longing to 
explore ull over again. 

The 520ST(and the 26QST} has immense power and an excitement 
for oil users and il would be a tragedy if it becomes a business only 
machine. I am sure that won't happen but I would love to know your 
views Will you buy one? What will you use it for? Why not write and tell 
me? 

PIRACY 

I have said my piece. You all know where PAGE 6 stands and I don't 
intend to bore you by publishing any more on this subject but 
something was brought to my attention at the PCWshow that must be 
aired. 

The message is obviously getting home and Atari users are finally 
getting better recognition from the software companies but there is one 
sick ind tvid u al o ut there who could set u s all back a couple of years. Ken 
Ward of rhe Norwich User Group has always been an outspoken 
advocate of Atari and has criticised both piracy and software com- 
panies for charging high prices. The software companies are slowly 
responding but Ken showed me a number of items he had received 
from an aggrieved pirate which contained fabrications about him and 
even included myself in its sick diatribe. Now if It were just a private 
campaign I would not bother but this individual is distributing pirated 
disks and copies of DCS which state that they are pirated by Ken and 
the Norwich Users Group. My name has also been mentioned and if 
(when) these get into the hands of an unsuspecting software house all 
the work we have done on your behalf over the past couple of years will 
be gone. 

If you see any disks or publications of this sort ignore them, or better 
still destroy them. If anybody knows who is responsible put him right. 
You will be the one to lose in the long run. A number of individuals have 
worked hard over the past couple of years to promote Atari for the 
benefit of all genuine users and Ken Ward is one of them 
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WOOTTON COMPUTERS 

116, Edleston Road, Crewe, CW2 7HD 
Tel: 0270 214118 
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THE HUtlG-FU CHALLENGE! 

For ATARI 400/800/600 XL/ 
800 XL/130 XE— 48K— 



Cassette £8.95. Diskette f 12.95 

from 

EMQLI5H SOFTWARE 




SOFTWARE 
APPROVAL SCHEME 

Having to buy most software by 
mail order means that you often 
have to take a chance on the quality 
of the product In order to give you 
some help, Atari have started a 
"Software Approval Scheme 1 in 
which they will regularly evaluate 
software and issue an 'Atari Appro 
ved Software' labe] for the best 
Among those software packages to 
have earned approval so far are 
EARTHVIEWS, and SPACE BASE 
from Antic, RESCUE FROM 
FRACTALUS and BALLBLA2ER 
from Activision, PAPERCLIP AND 
B- GRAPH from Batteries Included 
PRINT SHOP and BANK STREET 
MUSIC WRITER from Broderbund, 
MICROBASE+ from Silicon Chip, 
ACTION! and BASIC XE by O.S.S., 
ZORRO and KENNEDY 
APPROACH from US GOLD, 
HITCH HIKERS GUIDE TO THE 
GALAXY from Infocom. pFORTH 
from Bignose Software, THE FAC- 
TORY by Hesware, SYNCALC by 

Synapse and, finally, PIN BALL 
CONSTRUCTION SET and SEVEN 
CITIES OF GOLD from Ariolasoft 

Most of these titles should be 
available from your local dealer but if 
you have difficulty try Software 
Express on 021 384 5080. 



NEW ARIOLASOFT DEAL 

Ariolasoft who already have an exclusive licensing deal with Electronic 
Arts and Broderbund to release their products in this country have now 
signed an agreement with the Canadian firm Batteries Included a company 
noted for its support of Atari in the 'serious 1 field Ariolasoft will be bringing 
out Batteries Included' s new range of integrated software for the ST which 
includes a stock portfolio manager, word processor, combined spreadsheet 
and graphics package and a database manager. 



DAILY MIRROR 

REVOLUTIONISES 

NEWS! 

Mirrorsoft, another of Robert 
Maxwell's companies have under 
development for the ST a program 
that could change the face of club 
and society newsletters and small 
publications Entitled FLEET STREET 
EDITOR it is a full desiyn and layout 
system for small publications cap- 
able of driving a photo- typesetter. 
The package for the ST is being 
designed by the person responsible 
for the Daily Mirror's own page make- 
up software and is expected to be 
available early next year 



MERCENARY! 

MERCENARY - Escape from Targ 
needs no further recommendation 
other than to say it is the successor to 
ENCOUNTER one of the finest 
British programs of last year. A com- 
bination of flight simulator, adventure 
and arcade fun it promises to show 
once again that not all the top soft- 
ware comes from the States. 

What does it look like? See for 
yourself. 



DIGITISE! 

We have had numerous enquiries over the past couple of years for a 
means of digitising pictures on the Atari. Now a company in the States has 
introduced COMPUTER EYES which retails at£l 30 for the basic unit With it 
you can digitise any printed image, but you can do more. An attachment is 
available for a video camera and special transfer sheets can be purchased 
enabling iron- on transfers for tee- shirts to be made on an ordinary dot- matrix 
printer. For further details contact Digital Vision, 14 Oak St #2, Need ham 
MA 02 192, U.S. A 



NEW HARDWARE 
BARGAINS 

If you have missed the announce- 
ments elsewhere, think now about 
buying a friend a Christmas present 
The 800 XL with joystick is now 
£69.95 and a pack with a data 
recorder sells at £99. If you want 
something for yourself how about 
upgrading to a 130 XE with 1050 
disk drive and four pieces of software 
for £265? Or you can get a 1027 
printer thrown in for a total of £350. 
The bargains keep coming* 




W.EE HAVE GONE. 

W E. Electronics who have advert- 
ised add-ons in past issues have 
advised that "due to commitments in 
other areas* it will be unable to 
support its computer peripheral pro- 
ducts and cannot take further orders. 
After sales support to previous pur- 
chasers wili continue. 

ATARI BITS 

The ST OS ROM should be 

available by now. At the time of 
writing the price to those who already 
have an ST is said to be £12. 

..... There are rumours that you will 
shortly be able to buy the ST in bits 
such as the CPU on its own. 

Attributed to Jack Tram i el- 1 We' II 

be having higher capacity disks (for 
the ST), CD ROMs will be available in 
early 1986 and well also have higher 
resolution colour graphics in the 
machine 

A well informed source' in the 

States claims that Atari sold 50 r 000 
(yes!) 520 ST s in the first six weeks 
on sale thus outselling the 
Macintosh. 
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Review 



XOS/80 COLUMN PACK 

from Computer Support 
Price £69.95 



*<;' 



<~>L 

' John 



u 



I have to admit that this is a review of a product that J have 
not personally tried but others who have used it have raved 
over it and urged me to do a review. Why haven't I tried it? 
Well, as far as hardware goes lama complete novice and 
on my 800XL at least, it requires the desoldering of a chip 
and the resolderi n g of t h e XOS chip. That believe me, is no 
job for a complete noviceE Dont be put off from reading on 
though because if you want one Computer Support will fit 
St for you 

At first sight an 80- column pack would seem to be of 
interest only to dedicated word- processors but behind the 
product title lies a whole host of changes to the XL/XE 
Operating System which you might well wish to consider. 
First though that 80 column mode 

You are not stuck with 80 columns. What the chip does is 
give you an 80 column option which is enabled by holding 
the SELECT key on power- up otherwise the machine 
defaults to normal 40 column mode. In order to ensure the 
maximum readability the screen is forced to black and 
white in 80 column mode and other standards (in both 
modes) include a faster keyboard response, a properly 
centred screen and the cursor redefined as an underline. 
All editing facilities remain the same but the character set 
has been redefined to include that elusive £ sign in lieu of 
the backslash. It would probably have been better to 
redefine the hash (#) as this is the ASCII standard for a £ 
sign on most printers, and put the hash in place of the 
backslash. Maybe they will do this on a later revision. So far, 
excellent changes to make the machine much more 
professional as far as word processing is concerned 

Most software packages that use the recognised screen 
and editor handlers will work fine but some that have short 
cuts to the OS may not work Computer Support have 
been working on a number of patches to these and can 
probably advise whether your word processor will work or 
get it to work 

Let 1 s go back to 40 column mode Here you will get a 
default screen of green with white characters and a number 
of other changes. Perhaps most important is compatibility 
with the old Revision B OS which means that virtually al! 
your software will now run without the need for a Trans- 
lator. Now, that is probably of great interest to cassette 
users, who up to now have had to miss out and cassette 
owners will find another bonus. The cassette load and save 
has been adjusted to 820 baud so that all programs will 
save and load some 40% faster and they will be still be 
compatible with other machines. If you are into commer- 
cial games most of which boot without BASIC you will be 
pleased to find that the use of the OPTION key has been 
reversed so there is no need to hold it down to boot 
software. 
6 PAGE 6 - Issue IS 



Programmers will benefit by using CONTROL and TAB 
to stop/ start scrolling of listings allowing one finger control, 
and having full error messages displayed (and buzzed!). No 
more hunting for manuals. And programmers will also find 
many other items of interest for several features of the OS 
can be controlled by software. 

Other cha nges i nclude the h al vi ng o f pri nter timeo ut a n d 
the echoing of joystick ports 3 & 4 from the old OS to ports 
1 & 2 allowing programs that use these ports to run on the 
XL/XE 

What sort of support can you expect from Computer 
Support having forked out £69. 95? Well firstly they offer a 
full year guarantee on all products and secondly will 
provide you with an updated ROM whenever amend- 
ments are made, for a fee of £6 which will include the latest 
instructions. As far as updates go f there is a spare3Konthe 
chip and Computer Support invite your suggestions for its 
use. If there is some feature that you think is missing or you 
think could be improved, tell them and you may well find it 
on a subsequent revision. The people there are certainly 
knowledgeable and will try to ensure that you get the best 
from the product 

To sum up then, a lot of useful features are hidden 
behind what appears to be a straight 80 column screen 
handler. If you are confident with electronics or are lucky 
enough to have an early 800 XL with socketed chips you 
should have no problems in fitting the XOS yourself but if 
you have any doubts you can send your machine to 
Computer Support and have it fitted This will push up the 
price by a further £15 but a repair will cost a lot more. 

If you would like to get a look at the XOS before buying 
and have a User Group nearby ask the Secretary to get in 
touch with John Lawson at Computer Support and he will 
probably arrange to give a demonstration. # 



ATARI 600/800XL 

DUAL OPERATING SYSTEM 

You could have a dual operating system with the tlick of a switch. 
This will allow you to run all known software written for the 400 
and 300 computers or your XL. 

M consists of a small socket board which simply plugs into 
computer. No soldering required. 

Price £29.95 

MiilflnJarta: 

G. PAUL 

3 Francis Ward Close, Hilltop, West Bromwich, 
west Midlands B71 zpy 




DIRECT AMERICAN IMPORTS FROM OUR U.S.A. BRANCH 

PLUS 

BULLETIN BOARD WITH PUBLIC DOMAIN DOWNLOAD SOFTWARE 





























33,ORMSKIRK ROAD 
PRESTON 
LANCASHIRE 
PR1 2QP 

TEL: (0772) 21474 



MAIL ORDER (0772) 27236 WOOam - 6:00pm 

BULLETIN BOARD (0772) 27236 6 = 00pm - 9'00am 

Seasons Greetings to all our customers 

VISA & ACCESS WELCOME 



Qames 



Welcome to Bertie, a variation of the classic game of Q- 
Bert 

Th eobj ect of the gam e is to move Bertie abo ut so th at he 
colours in every cube on the screen without falling off the 
pyramid, falling into the hole (which moves!) or being 
caught by the frog. After a lot of patience and practice 
screens 1 T 2 and 6 can be done but the rest are easierto yive 
you a breather, Once a screen has been completed the 
game continues from that level even after the game is over. 
You have 3 lives, look after them! 

Pressing START or the fire button will start the game and 
Bertie is controlled by left right or diagonal movement of 
the joystick To pause d tiring playv press any key and press 
a key again to resume. Pressing OPTION at any time during 
play will abort the game. 

A machine code routine from PAGE 6 Issue 13 has been 
used to display the Player Missiles. It also allows 48 
frames to be stored in memory for each Player Intricate 
animation can be achieved with the use of this routine To 
call up a Player use MC=USR(1568AB 1 QD) where A = 
Player number, B= X co-ordinate, C = Y co-ordinate and 
D= frame number This routine appears in lines 20000 to 
20040. 




by Michael Kempster 



TYPING IT IN 

Simply type in both listings and save them on the same 
disk or on tape one after the other. If you are using cassette 
make sure that you change line 150 as stated in the REM 
and if you use disk SAVE the second listing with the 
filename "QBERTIE2 1? . RUN the first listing which will 
automatically load the second. 



HU 
MP 
UD 
ZC 
HP 
MM 
IS 

uf 

oz 

RK 



GC 

tin 
or 

FV 

az 

JM 
DD 

LA 

ZC 

I 



e 

l 

2 
3 
4 
5 
6 

ie 

KE 
15 

20 

56 : 

OK E 



REM 
REM 
REM 
REM 
REM 
REM 
REM 
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Michael KeMPi ter 
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? CHR$ (125) : POKE 62,0: POKE 752 , 1 :PO 
710,©; GOSUB 30000 

POKE 559,0: REM hUM'f iMfrfrl JT VltiJ 

RESTORE 30 : DL=PEEK C560) +PEEKC561)*2 
POKE DL+3,7i :F0R 1=6 TO 24 ; READ A : P 
0 L + I , A 1 NEHT I 
3© DATA 7, 6,6, 2, 2, 4, 4, 4,4,4, 4, 4,2, 6,6, 
7, 7, 2, 65 

40 POKE DL+Z5 , PEEK C56B> : POKE DL+26,PEE 
K (5613 : POKE 70«,119:P0KE 70S, 15 
50 POKE 710,0: POKE 711,60: POKE 756, CMS 
ET:? CHRS (125) ! POSITION 2,0 
60 ? "PARAMOUNT AIN" : POSITION 30,0:? "S 
oftwa re" \ POSITION 6,1;? "I JJJJJiTB " 
E 752,1 SPOKE 55^,34 

00 RESTORE 500: FOR R0H=4 TO 10 > FOR 
=5 TO 34: READ A! IF 0=7 OR A=& THEN 
+128 

IF A=« THEN ft = 64 
100 POSITION COL, ROM:? CHRS t A+S65 : NEHT 

COLL NEXT ROM 
110 POSITION 9, 12i ? "by": POSITION 2,13 
: ? "Michael kempster" 



COL 
A- A 



1Z0 POSITION 4,14 2? 
NG MAIN PROGRAM" 
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'PLEASE WAIT LOADI 



ST 150 POKE 87,2! RUN "D : BERTIE . 2 11 : REM FOR 

CASSETTE USE POKE 764 , 12 ! CLOAD 
PJ END 

MM 500 REM I ■ | j|H JJil 
RD 510 DATA 8,5,5,5, 0,0,5,5, 5,0,0,5,5, 5,0 

,0,5,5, 5,0,0,5,5,5^0,0,5,5,5,0 
UN 520 DATA 6,3,1,1,2,6,3,1,1,2,6,3,1,1,2 

,6,3,1,1,2,6,3,1, 1,2,6, 3,1, 1,2 
HZ 530 DATA 6, 1,7, 7, 7, 6, 1,7, 7, 7, 6, 1,7, 7, 7 

,0,4, 7, 7, 7,0, 4, 7,7, 7, 6, 1,7, 7, 7 
AP 540 DATA 6,1,7,0,7,6,1,7,2,0,6,1,7,0,7 

,0,6,1,7,0,0,6,1,7,8,6,1,7,2,0 
ON 5 5© DATA 6,1,7,7,8,6,1,7,7,0,6,1,7,7,0 

, 0,6,1, 7, O, 8, 9i 1, 7, 8, 6,1,7, 7,0 
110 560 DATA 6,1,7,0,7,6,1,7,1,2,6,1,7,1,7 

,0,6,1,7,0,6,3,3,7,2,6,1,7,1,2 
IT 570 DATA 0,4,7,7,7,0,4,7,7,7,0,4,7,4,7 

,0,0,4,7,0 ,8,4,7,7,7,0,4,7,7, 7 
PR 3OO00 REM i ;l J* I r I M 4 :« 
BO 30010 CHSET=PEEKC106)-8 ; CH-256»CHSET :D 

IH CHARS C701 ; RESTORE 30300 
t,W 3OO20 POSITION 14,10!? "PLEASE WAIT":P 

OSITIOM 14,12!? "CHARACTER:" 
CO 30030 CHARS CJ : ABCDEFGHI KLMNOPR 

STUMMV812 3456? 8?a6cdef ghi*+, El- 
HP 30040 FOR 1=1 TO LEN (CHARS) 
FD 30050 CHP0S=CH+ (ASC (CHARS CI) ) -323*8 : IF 
ASC C CHARS CI) 1 > 96 THEN CHP05-CH+ CA5C CO 

HARS CD ) )*0 
MA 30860 FOR A=0 TO 7 : READ 8 £ POKE CHPOS+A 

, B : NEXT A ; POSITION 24,12:? CHARS (1,1) 
CN 3O07O NEHT I : RETURN 



data for graphics chars 



SB 30306 REH 
WF 3AS1B DATA 3,3,13,53,53,53,61,15,0,255 

CX 30326 DATA 0,246,92,87,87,87,95,155,51 

, 12, 51,12, 51, 12, 51, 12 
LH 30330 DATA 63, S3, 63, 63, 63, 63 , 63 , 63, 51, 

12 , 51, 12, 15,3, 3, 0 
U¥ 36340 DATA 0,6,0,0,0,0,63,6,63,63,63,6 

0,66, 46,246,0 
TU 30350 DATA 0,6,12,12,6,12,12,0,0,26,62 

,113, 127, 11 9,119,1 19 
01 30380 DATA 0, 126, 115, 126, 12 7,115, 12 7, 1 

2 6,0, 63, 112, 112 , 112 , 127,, 127,63 
XX 30370 DATA 0, 126, 115, 115, 115, 127, 127,1 

26,0, 127,112, 124, 112, 127,12 7, 127 
5U 30360 DATA 6,127,112,124,112,112,112,1 

12,0, 63, 112, 112, 119,115, 127,62 
HG 30390 DATA 0,119,119, 127,12 7,12 7, 119,1 

19,0, 127,28, 28, 28, 127, 127 , 127 
HP 30400 DATA 8 , 115 , It 9 , 126, 12 4 , 126 , 119, 1 

15,0, 96, 96, 96, 96, 12 7, 127,12 7 
HA 3O410 DATA 0,99,127,127,127,107,99,99, 

6,115, 123, 12 7, 127, 119,115, 115 
HZ 3042O DATA 6,62,119,119,119,127,127,62 

,0, 126 j 115 , 127, 126,112,112, 112 
5C 36436 DATA 8,126,115,127,128,119,119,1 

19, 8, 63, 127, 112,126, 7,127,126 
KD 30440 DATA 6,12 7,127, 28,28,28,2 8,28,0, 

119,119, 119, 119,12 7, 12 7, 62 
T5 3O450 DATA 6,119,119,119,119,127,62,28 

,6,99, 99,107,127, 12 7, 127,99 
AS 30460 DATA 8,119,119,127,28,28,62,62,0 

,63,51, 51,63,63,63,63 
QM 30470 DATA 6,12,60,12,12,12,63,63,0,63 

,63,3, 63,48,63,63 
CL 3O480 DATA 0,63,63,3,15,3,63,63.0,51,5 

1,51, 63, 63, 3, 3 
LW 3O490 DATA 0,63,63,48,63,3,63,63,6,63, 

63,40, 63,51,63,63 
R M 30500 DATA 0,63,63,3,3,3,3,3,0,63,63,5 

1,63,51,63, 63 
WL 3051O DATA 0,63,63,51,63,3,63,63,65,85 

, 05,05, 85, 85, 85,85 
RI 30526 DATA 120,128,96,96,66,86,66,86,1 

49, 149, 101, 101, 89, 89, 86, 66 
CI 30536 DATA 149,149,37,37,9,9,2,2,0,6,0 

,0*8,0,170,170 
DS 30540 DATA 2,2,2,2,2,2,2,2,255,255,255 

, 255,255, 255,255,255 
PP 30550 DATA 255,252,246,224,216,248,254 

, 255,2, 2,2, 2,2, 2,176,170 
FI 30566 DATA 0,3, 14, 56, 58, 56, 62, 15, 6, 255 

,17 6, 170,170,178,170, 255 
ZN 30576 DATA 6 , 240 , 17 2 , 171, 171 , 171 , 175 , 2 

55,6,0,48,12,255,12, 48,0 
HC 30500 DATA 0,0,12,40,255,40,12,0 
JT 30590 HEM 



FINISH - PART 0 HE 



HM 1 REH U 
MA 2 REH u 
PF 3 REH u 



BERTIE - MAIN PROGRAM 




b 




Michael 


Kenpst er 



HO 5 REH 3 
LC 6 REH 
IC 7 REH 



AUG 1965 



MH 10 GRAPHICS 0 J CHS ET= PEEK £166 J -8 : POKE 7 

10, 6: POKE 756,CHSET : GOSUO 26008 :LEU=1 
GB 20 LI=3 : se^o.ss^ooeio 11 iHlS^'OOSOe 1 ' 

SG 30 GOSUB 13000 :G05U6 14000 

FE 40 POSITION 23,0:2 " O 0C0E[§N ! " ; LEU; " 

□" : POSITION CM-501 /4, CY-383 /8 s ? ■■*+,": 

FOR H=l TO 300 : NEXT N 
YH 50 G05UB 160: POKE 707,0 : Xi=TX : ¥1= TY : GO 

SUB 200: TH-M 1 : T V=Y1 : MC U5R C1568, 3 , TK , T 

V,6I :GOSUB 90 : GOSUB 96 
AY 68 GOSUB 100 : K1=IX : ¥1= IY ! GOSUB 268 : IX: 

Hl ;IV-Y1 :POKE 707, 15 : HC^USR (1560, 2, IX, 

IY, 5-FRI : GOSUO 96:FR=FR+i 
GH 65 IF FR> 1 THEN FR-6 
GK 70 GOSUB 96 : GOTO 50 

TR 90 IF CK-TK+1 AND Y=TY~61 OR CX=IX AND 

¥ = IY) THEN POP I GOTO 460 
ZH 91 IF PEEK (7643 <> 255 OR PEEK 153279) =3 

THEN POKE 764, 255: GOTO 700 
AJ 95 RETURN 

TE 96 SOUND 0,106, 16 , 10 : FOR N-l TO 15: HEX 

T N : SOUND 0,0,6,0: RETURN 
GH 100 REH lEtim^SHH 
RO 105 Hl=X : ¥1=Y : S=5TICK CO) : 2=6 
TH 11© IF S-ii THEN H1"K1-I6 3 GOTO 170 
KF 120 IF S-7 THEN X 1 = K1 +16 : GO TO 170 
KG 130 IF 5=6 THEN XI-X1+4 : VI -Yi-16 : GOTO 

176 

CH 140 IF 5-5 THEN X I = HI + 12 : ¥1 = ¥ 1 + 1 6 : G 0 TO 
176 

02 15© IF 5-10 THEN X1=X1— 12 I YHY1-16 ! GOT 
0 170 

VK 160 IF 5=9 THEN Kl=Kl~4 : ¥l=Yi+16 

¥P 170 IF Hl>56 THEN LOCATE CK1-50) /4, <¥l 

-381 /6 , Z : IF Z 42 OR 2=33 THEN K=K1 ! Y=Y 

1 

XL 100 IF Xl>50 THEN SOUND 0, 200, 10, 10 3 FO 
R N=l TO 20 : NEXT N: SOUND 6,0,0,0:IF Z- 
33 THEN GOSUB 300 

LW 190 HC=USRC1560,0 # X, Y f 8+FRJ : HC=USR C156 
8, 1,X, V, 2+FR) : RETURN 

hh rem i:;ii'Ji»d:trrri.i 

ZM 210 IF X<=H1 AND Y<Y1 THEN N2=-12 :Y2=- 

16! GOSUB 276 
NJ 220 IF H>-K1 AND Y<¥1 THEN H2=4 : Y2=-16 

: G0SU8 270 

RM 236 IF K<=H1 AND Y> VI THEN X2=~4:Y2=16 
: GOSUB 270 

UO 240 IF X>=X1 AND Y>¥1 THEN X2-12:¥2=16 
: GOSUB 276 

UM 250 IF K> HI THEN K2 = 16: Y2 = B ! GOSUB 270 
SO 260 IF H<X1 THEN X2=-i6 i Y2=0 : GOSUB 278 
WS 278 LOCATE I N T CX 1+K2 -50) / 4 , INT IY1 +Y2 - 3 

0)/0, Z :IF Z=42 OR Z=33 THEN X1=X1+X2:Y 

1=Y1+Y2 ; POP : RETURN 
ZD 260 RETURN 
GJ 308 REM EflilBilllrMdifi^H^ 

EF 305 HC=USR C1568, 8,K, ¥, 0) : HC=U5R (1568, 1 
,K,Y,2) 

PP 310 SC = SC*10*LEIF : S$(6-LENC5TR5 (SO 3 , 5> 
=5TR$t5C3 ! POSITION 30,7:? 5$ ! IF Hl£<5£ 
THEN HI$=5$ : POSITION 30,4:? HI* 

N¥ 328 POSITION (X~5 03 ^4 , C¥-38) ^8 : ? " 
i FOR N=5 TO 16 » SOUND 0 , 100*** , 18 , 18 : HEX 
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T N: SOUND 0,0,8,0 
XI 330 &ON = DOM*1;IF DON = 0 140 THEN POP 

O 6O0 
ZH 340 RETURN 
CI 400 REM 



GOT 



CY 410 FOR H = l TO 3 ! MC -U SR £ 156B , N , 0 , 0 , 01 I 

NEXT N r MC-USR (1568, 0 , V , 01 : POKE 623, 5 

! FOR A = l TO 9 
GJ 420 FOR N = 9 TO i 5TEP - 1 : POKE N+PM, PEE 

K CPM+N-iS : POKE PM+ ft-I , 0 ! NEHT N:KC=USR( 

1560 ,B,H, Y j O) 
HJ 430 SOUND 8 , 50 + 6*1 0 ,8, 10 ; NEXT A: SOUND 

0,0,0, 0:MC=U5R 11568, 0,0,0,0) : GOSUB 200 

40 

OK 440 POSITION IK -SO 3 (Y^30)/8:? "#":L 
I=LI-1 r IF LI=6 THEN 500 

50 458 POKE 623,1:G0SUB 130 70 ! MC-USR CI 560 
,8 ; H,V ( 0l : MC-=U5R CI 56 8 , 1 * K, Y, 2) :MC=U5R( 
1560, 2,IX,IY,4) 

FO 460 MC=USH CI568, 3 , TX, TY , 63 : FOR N-l TO 
200: NEHT N: POSITION 35,10:? CHR$C303;L 
I! GOTO 50 

KS 500 REM [tfiliMiliJ^?] 

OU 510 POSITION (X-503/4, CY-303^0!? ! P 

OSITION 2b,8:? "gEn@ offleH* 1 : RESTORE 55 

O:F0R N=l TO 0 : READ A,B 
MD 520 SOUND 0,A,10, 10 : FOR 0 = 1 TO 6*4 1 NEK 

T C:EOR 0=5 TO 0 STEP ~1 : SOUND o^ao, 

C : NEHT C t NEXT H 
RZ 530 FOR M=l TO 1 00 i NEHT N i 50 = 10 ; S$ ~ "00 

O10* 1 : LI = 3 : DON— 1 ! GOTO 30 
PM 5S0 DATA 171,15, 227,7,227, 5,203, 15,227 

, 20, O, 1,17 9, 12,171,15 
R K 508 REM ITi'l ^T ^IJ J?l 

HG 610 POSITION (X-56) /4 , t V-30) /8 : ? ; S 

OUND O, 100, lO, 10: SOUND 1,200,10,10:500 
MD 2, 150,10, 10 s POKE 53760,13 

jm 620 position 21 , o : * "DsSraeE] cQMiaiatad 

□":FOft A=l TO 500 : NEXT A! FOR N-O TO 3: 

SOUND N, 0,0,0 
ZL 630 MC=U5R (1568, N, O, 0,0) ! NEXT N : LEU — LE 

0+1 i IF LEV>6 THEN LEV-i 
OE 640 GOSUB 1300O:GOTO 40 
YR 700 REM i J-1 1 H «1 ! I iW-1 Til rli 

UU 710 IF PEEK {532793 =3 THEN FOR N = 0 TO 3 

: MC = LISR £1568,0, 6, 8,03 : NEXT K:GOTO 750 
GC 72© IF PEEK C7643 =255 THEN 720 
XN 730 POKE 764, 255: RETURN 

IW 750 ? CHR$(1253 ; POSITION 25,0:? ' 'HaEE 

0BHRD" : FOR N=l TO 400: NEXT N ; GOTO 30 
SK 13000 REM fcldil^ JTWTi 

SJ 13B18 POKE 559, OS DL-PEEK C 568) + P EEK (561 
)»256 ! POKE DL + 3, 70: POKE l>L+6, 6: FOR A = 7 
TO 20 S POKE DL + A , 4 r NEXT A 

UM 13020 POKE DL+29, 55: POKE t>L+ 38 , PEEK (56 
O) SPOKE DL+31 , PEEK (561) ! POKE 623, i:POK 
E 559, 58 : POKF 02,0:? CHR S C 125) 

GX 13030 POKE 700, 110 ! POKE 709, 30: POKE 71 
0,15: POKE 711, 68: POSITION 7,0:? "{MS 
B M ! POSITION 0,3 

PP 13040 ? "CHANGE TO" : POSITION 2,5:? "H* 

+ , ET" : POSITION 20,4:? "HIGHSCORE ; " ; HIS 

51 13050 POSITION 24,7:? "SCORE : : S$ : POSI 
TION 20,10:? "LIVES !"| LI S POSITION 3,6: 
? " « (> 11 : POKE 75 2, 1 

RO 13060 GOSUO 180 8 0 : DON = 1 : F R =8 

00 13070 RESTORE 146 88 + LE 0*500 : RE AD X,Y,I 

X,IY, TX, TV, AMO : RETURN 
TL 14000 REM tJiUMilkJ 

SG 14010 SOUND O, 100, 10, 6: SOUND 1,200,10, 

10 : POKE 53760, 13:Fft=8 
TZ 14020 POSITION 22,0:? kl Q 3R@S@ 5QA[*]T 

O" ! POKE 707,0: FOR A=l TO 75 : NEXT A : MC 

USRI1560, 0,X, Y, 0+FP3 

14030 MC=U5R (1568,1, X, Y,2+FR) :MC=USRC1 
5 68 ,2, IX, IY,5~FR) ; tt€=U5R (1S68, 3,TX, TY, 
6) :FR=FR+1:IF FR>1 THEN FR=0 
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HO 



GD 
IU 



zn 

JO 
AD 

MC 
AI 
DO 



LD 

CC 
OU 



AP 

KC 
GA 
FO 



KR 

XR 

FY 
MC 



D5 
PO 
GY 
LU 



ZA 

RK 
DR 
CM 



SH 



RZ 
OD 



BO 



OO 



ME 



IN 
KQ 



EH 



KG 



EN 



14840 POKE 707, 15 : POSITION 22,0!? ■■ P 
SeBS 0THRD " :FOR A = I TO 75 ! NEXT A 
14050 IF PEEK (53279) =5 OR 5 TRIG (O) =0 T 
HEN SOUND 0,0,0,0 i SOUND 1,0,0,8: FR=0 ; R 
ETURN 

14060 GOTO 14020 

15OB0 REM F 1~1 M"Ti T dt J : ■ JiTIFgiTia 

15010 DATA 9,0,11,4,1,10,6,2,9,0,3,8,1 

0,4, 7, 12, 5, 6, 14, 6, 5, 16, 7, 4, 18, 8, 3, 20 

15160 DATA 95,67,191,195,62,201,45 

isseo rem vi ; i >mt J;i j j -ill la 

15510 DATA 12,1,11,4,1,10,6,2,9,0,5,8, 
16,2,3, 12,1,19, 12, 1, 6, 14, 3,22, 14,2, 5,1 
6,2,21, 16,7,4, 18, 7,7,20 
15686 DATfi 111,67,79,195,50,121,46 

i6ooo rem Mil <m*A ii d d : ■ an n« r \ a 

16010 DATA 17, 1, 11, 4, 1,16, 6, 2, 9, 0,5,0, 
16, 1, 3, 12,6, 15, 12,0,23,12,1, 2, 14,0, 14, 
14 , 2,26, 14,1,1, 10,1,13,16 

16026 DATA 2,25,16,1,0,18,1,12,18,3,24 
, 10,8,3, 28 

16160 DATA 111, 67,187, 14 7,58,121,47 
16500 REM rUiM-T-y id^M-MHirTd 

16510 DATA 18,1,11,4,1,10,6,8,9,8,0,17 
,8, 2, 6, 18, 1,16, 10, 0,3, 12, 3, 11, 12, 8, 2,1 
4,0, 1, 16,2,9,16, 0,25,16 

16520 DATA 0,33,16,0,0,18,2,8,18,1,24, 
13,6,36, 18,8,3, ZO 

16666 DATA 111,67,107,147,50,121,47 

17000 REM flul«-MlWI»jHlH«IM 

17010 DATA 14,0,11,4,1,10,6,2,9,0 15,0, 

10, 4, 3, 12, 0,2, 14, 5, 14, 14, 8,1, 16, 1, 17, 1 

6, 0,33, 16,0,0, 18, 1,16, 10 

17020 DATA 0,36,10,8,3,20 

17100 DATA 95,67,187,147,70,281,41 

17586 REM [-HiBil M^- " -'^ liiTH 

17518 OflTfl 16,1,11,4,0,14,6,1,9,8,4,0, 

10,0,3, 12,2,11,12, 8,2,14, 3,10, 14, 6,38, 

14, 0,1,16,2,9,16,1,25, 16 

17526 DATA 8,0,10,2,8,10,1,28,18,8,3,2 
O 

17600 DATA 95,67, 191, 195,50,165,41 
10686 REM Mil 4 J J ? ■ J rli! Hi Id 

10010 RESTORE 14508+LEV*5O8 : RE AD ML : FO 
R 11=1 TO NL : READ AM, CH , CY : FOR fl = B TO A 
M: POSITION CX+A*4,CYS? "H**" 
18028 POSITION CX + A*4 , CY+1 s ? "Y. A" : POS 
ITION CX+A*4,CY + 2 : ? ■**()": NEHT a ! NEXT 
N ! RETURN 

20088 REM *l:***f-H 4 II WinH'Til 7 ! 

20010 POKE 752, 1 : POSITION 14,2;? "PLEA 

SE MAIT" : PMST=PEEK C 1 06) -16 ! PM=PM5 T*2 56 

1 RESTORE 20289 : FOR A = 1536 TO 1758 
28626 READ O : POKE A , B : NEXT A i POKE 5427 
9,PMST!P0KE 704, 15: POKE 705, 56 : POKE 70 
5, 10 S POKE 53277,2 

20030 POSITION 14,2:? "ALMOST DONE" : MC 
-USR CI 536 , PMST3 : DIM Sf (5) , HI$ C5) : POKE 
553, 58 

20040 RESTORE 26300:F0R A=6 TO 6: FOR 0 
=0 TO 9 : READ C : POKE PM+0«16+8,C ! NEXT D 
: NEHT A : RETURN 
26199 REM f»Ti\f»»:Etri 

20200 DATA 184^104,104,141,218,6,24,10 

5, 4, 141, 219, 6, 169,0, 162,3, 157,200,6, 20 

2,16, 256,1.6 9, 7,162, 6,160,67,32 

20210 DATA 92,228,96,169,1,141,220,6,1 

84, 104,104, 178, 164, 104,157, 208,6,104, 1 

04,15 7, 212,6, 104,104, 157,204, 6 

20220 DATA 169, 1,15 7, 2 00,6, 169,0,141,2 

2 0, 6, 96, 173,2 2 0,6,240, 3, 76,98, 228, 162, 
3,18 9,2 00 r 6,208 P 6, 282 , 16 , 24S , 76 
20230 DATA 90, 228 „ 142, 216,6,169,0, 157, 
2 00, 6, 141, 221, 6, 189, 284, 6 , 28 1 , 1 6 , 16 , 21 
, 109,204, 6, 10, 10, 10,10, 13 3,205 
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UPDATE 



We will publish the update column in future issues to 
advise you of any errors, amendments or enhancements 
to programs or articles in previous issues. If it's not here 
you can assume that it was right in the first place! 

DRAUGHTS (Issue 16). We had dozens of explana- 
tions of why this did not work on the 800 but only two 
readers got it right The problem is a bug in the 800 OS 
which wipes out 64 bytes past RAMTOP when 1 clear 
screen' is printed. The fix is simply to change line 10000 
to 

10000 POKE lO^PEEKU 06)^0: Q=PEEK(106)+2: 
N= 0*256 

Disk subscribers will find an amended version on this 
issue's disk 

BLACK BOX ( Issue 1 6), An occasional error creeps in 
at line 8130. Change the first part of the line to 

Z=INT(RND(0)*100)+1 

RENUM (Issue I7K The number in the USR call in the 
text should be 32768 to match the listing. 

X- Y- ZAP ( Issue 1 7 ) . Alia n Knopp writes to tel I us th at a 

small bug has crept in so that the score is not shown when 
all the lives have been lost Change line 700 to 

700 POSITION 4,7: ? #6; "high score 5 ;HSC 

Allan also advises that the player movement routine 
used (also used in Kanga) is by Tom Hudson and from 
The Analog Compendium. 

RADIOTELETYPE (BEYOND ATARI - Issue 17). 

Mr RC Marsh has written to say that Maplin make a kit 
for a R II Y terminal for use with the Atari (Kit no. 
LK53H) and that Maplin Magazine published a com- 
prehensive article in their September 1984 issue. 



by Alec Benson 



And now for something completely ... similar but so 
much better! 

To be honest we were not going to publish any further 
updates to TYPO because we felt that any further 
revisions would only serve to confuse readers ratherthan 
help but when we saw TYPO .'3 we j ust had to use it as our 
standard typing checker for all future issues. TYPO 3 is 
completely compatible with TYPO U. 

The advantages of TYPO 3 are that it clears itself from 
memory as soon as it is run, it allows you to type listings in 
almost any fashion you wish and it is fast And you can 
use it to check previously typed in listings. 

The program listing is on page 17. Type it in now, it is 
well worth the effort, and you can also use it to check 
ANTIC programs. 

TYPO 3 was written by Alec Benson and based on the 
original TYPO published by ANTIC magazine. TYPO 3 
was first published in FEEDBACK the newsletter of 
Adelaide Atari Computer Club, P.O. Box 333, Norwood. 
S. A 5067, Australia. 

LISTING on page 1 7 



LIVERPOOL 



THE FOOTBALL MANAGER GAME FOR 
THE 48 K ATARI (Inc. XL) FEATURING 

Varying skill and stamina levHs. smuts noiMjris, injuries, icinm 
and tactics selection, full league tahle. managerial rating arid 
save game facility. 

Now available ON DISK with 4 divisions, income, expenditure. 
fjrLHiLolion ivh:g;iti»ri. Kuropoan, U.F-F. A. and Cup Winners 
Cups and transfer market. 

Disk £14.95 Cassette £9.45 (inc. p & pi 

P.M. Corbishley, 212, Walmersley (J Id Road, Bury, 
BIB 6SA 




The PAGE 6 stand at the Personal Computer World Show with entire PAGE 6 staff in attendance* 
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Adventure 



10. 



MAS 




* * 4 



The Mask of the Sun is an illustrated Adventure that was 
originally written by Ultrasoft for the Apple 1L It has now been 
translated for the Atari and is distributed by Broderbund The 
Atari version occupies two double-sided disks. That's a lot of 
Adventure, but is it worth the money? 

The Mask of the Sun has the potential to be a great Adventure, 
It has a strong plot cast in the same vein as 'Raiders of the Lost Ark* 
and L lndianna Jones and the Temple of Doom\ however, it is let 
down by the worst mazes and the unfairest puzzles in all of 
Adventure dom! Only the toughest most hardened Adventurer 
will finish this one without any help. 

In The Mask of the Sun, you play the part of Mac Steele - 
archeologist adventurer and not particularly honest treasure 
hunter, Your arch rival Francisco Roboff, has stolen the scrolls of 
Lhasa which you acquired in a previous expedition, In the 
subsequent fracas with Roboff, you return his gesture by stealing 
an Aztec amulet During your later research on the amulet you 
discover that it may be linked to a more fascinating artifact known 
as the Mask of the Sun, 

Then disaster strikes. While probing the inner recesses of the 
amulet a tiny compartment releases a pale green gas which 
knocks you out for two days. You awaken in hospital to find that 
your body is undergoing a rapid degeneration, Fortunately, the 
doctors have concocted an antidote which temporarily halts the 
degeneration, but they cannot cure you. With your life-giving 
antidote in hand you set off to Mexico in search of the Mask of the 
Sun in the hope that it holds the cure for your condition. 

Your Adventure begins as the plane arrives in Mexico. Unlike 
most Adventures, you begin with a rather large inventory 
including a bottle of 100 pills Needless to say, the pills are the 
antidote for your strange illness and one is automatically swall- 
owed every four moves. This is signalled by a beep from the 
computer. If you arent carrying the pills on the fourth move, 
you 11 die, Therefore, never drop the pi Lis. Similarly, if you ever run 
out of pills, you ]l die. This effectively means that you have 400 
moves to find the Mask of the Sun. 

When you leave the plane, you'll meet Professor de Perez and 
his assistant Raoul. The Professor will give you a jeep full of 
supplies and a map Before going any further, make sure you 
examine and thoroughly understand all the items in your 
in ven to ry and in the j eep. Wh en the time comes to use so m eth i ng, 
you probably won't have much time to experiment with them. 
You won't need all the items, but as there seems to be no limit on 
your inventory, you might as well take everything with you. 

Examination of the map gives you a rough idea of the location 
of three ruins - a temple and two pyramids. It doesn't matter what 
order you explore them in, although most people unconsciously 
do the top one, then the bottom, then the middle. As a matter of 
fact by the time you finish the game, you'll realise that apart from 



► f f * 



a subtle hint two of the ruins were an absolute waste of time in 
terms of your final goal. Nevertheless, these two are the most fun 
to explore. (And I won't tell you which ones they are. You'll have 
to find out for yourself.) 

Once you've decided which direction to go, jump in the jeep 
and head off into the Jungle. Raoul will accompany you and you'll 
grow quite fond of his companionship and dopey observations. 
It's unfortunate that he won't make it through to the end of the 
Adventure with you. 

By this time, you will have noticed the 'travelling sequences' 
whenever you move to a new location. This is a unique feature of 
the game whereby several intermediate scenes are shown in 
rapid sequence to give the effect of movement This is quite a 
novelty at first but there are really only two different sequences 
(i.e. driving in the jeep and walking through the tunnels in the 
ruins) and it grows to be horribly boring before very long. 1 
suppose the nice graphics are some consolation. 

You will also discover that there are two directional schemes 
used in The Mask of the Sun. The first is the traditional compass 
directions (including diagonals) and is used when travelling in the 
jeep and in some of the ruins. The other scheme is FORWARD, 
BACK LEFT and RIGHT and depends entirely on which 
direction you've just come from or which direction you're facing. 
This is generally used when on foot in the ruins. There is no 
consistency as to which system is used where, so make sure you 
try every direction whenever there's any doubt 

There are a number of situations where your typing speed is 
critical for your survival. You may need to type responses quickly 
to a voi d d eath, b ut yo u ca n sorneti m es give your se If time to thi n k 
by pressing any key to stop the timer. The snake is a notable 
exception. Here you must type the whole command as quickly as 
possible. 

Sooner or later, you will find yourself facing the hellish 
nightmare scene. And very aptly named it is too! For here is the 
worst meanest, rottenest unfairest obstacle in any Adventure 
that I've ever played! For those that haven't reached this far, let 
me explain. You have just escaped death by the skin of your teeth. 
Unfortunately, Raoul didn't make it Your path is now blocked by 
a river of lava. A single island of stone bobs up and down in the 
lava in a seemingly random pattern. The program tells you that a 
fearless Adventurer might be able to step across to safety. If you 
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wish to try, you must press the RETURN key. Pressing any other 
key will send you back to the previous location where you will 
share Raoul' state In other words, you 1 ve got no choice. You must 
pryss the RETURN key to jump across the lava. And that's exactly 
what I did And ] died. 

Now 1 considered myself a fearless Adventurer and I wasn't 
going to let some lava beat me, so I restored a previously saved 
game (which takes an eternity) and tried again. And again And 
again, And again. After two hours and forty attempts to jump 
across the lava, I eventually gave up. A couple of months later, I 
lent the game to a friend with strict instructions to save the game 
as soon as he managed to get across the lava. He never made it [ 
tried it with a group of people at an Adventure day. They never 
made it I tried it again by myself, but never made it For me, this 
single arcade- type element had ruined an otherwise good 
Adventure, 

In the end, I patiently examined the program with a sector 
editor and made some interesting discoveries. Each location in 
the game has its own logic routine which is stored on disk as a 
DOS 2.0 file. If you've got DOS 2.0, you can easily examine any of 
these files using the following procedure: 

1. Insert your BASIC cartridge (if appropriate) and boot your 
computer with a DOS 2.0 disk Note that it must be DOS 2.0. 
Nothing else will do. 

2 When BASICs READY prompt appears, type POKE 3822,255 
[RETURN]. This will allow you to use inverse characters in 
step 6. 

3. Type DOS (RETURN). 

4. When DUP.5YS has loaded and the menu appears, remove 
your DOS 2.0 disk and insert one of The Mask of the Sun 
disks. 

5. Type A [RETURNl [RETURN] to get a disk directory. Notice 
that all the filenames are in inverse 

6. You can now use the copy function to view a file on the screen 
by typing C [RETURN) FILENAME EXT, E; [RETURN]. Make 
sure you type the filename and extender in inverse (including 
inverse blank spaces where necessary) and everything else as 
normal. 

If you follow this procedure, you'll notice that the data files for 
rooms aren't binary data or machine language as you 1 d expect, 
but are in a sort of high level language and are therefore very easy 
to interpret For example, if I use a double slash to separate the 
instructions, then the sequence. 1 1>0 //. T S B=B+6 means tL ifthe 
variable D equals zero, then set variable Bto B+6". Similarly, the 
sequence .1 Q*T41//.T P "Chicken!//. E J+17 means "if the 
variable Q is not equal to 14 1 . then print the string 4 Chicken! 1 , else 
jump forward 17 instructions". 

I soon realised that this was a really sloppily written Adventure 
I was amazed that it ran as well as it did. Had it been written in a 
more elegant manner, it could probably have been fitted on one 
double- sided disk instead of two and hence been cheaper to buy. 
Nevertheless, the sloppiness proved to be an advantage when it 
came to fixing the rock bobbing logic. 

When I drew up a flowchart of this logic, I realised that it wasn't 
random, but ran in a 13 step cycle. The rock was up only long 
enough to see it Once you'd seen it it was too late to press the 
RETURN key because the time it took you to react and depress 
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the key was longer than the time the rock was visible on the 
screen You'd have to be extremely lucky to predict the rock's 
position in advance, 

I wanted to alter the logic so that pressing the RETURN key 
would always cause you to jump successfully across the lava 
regardless of the position of the rock. Everything else should 
remain unchanged As it happened, working out the logic was 
quite easy,, but working out where to put the patch without a 
major rewrite was quite tricky. In the end, I was saved by the 
sloppy coding The programmers had set R=0 twice in the 
program, but it was never used for anything. The second R=G was 
in an ideal spot for my patch, so I changed this to D=l and 
everything worked fine. 

If you want to make the same changes as I did, you can 
accomplish this in one of two ways. If you've got a sector editor, 
ta ke a look at sectoT $ 23 A on side C Ch ange byte $ 6 F from $ D2 
to $C4 and byte $71 from $BQ to $B1 (assuming bytes are 
numbered from zero and all values are in hexadecimal). Alternat- 
ively, you can run the short BASIC program at the end of this 
article Just be careful not to make any typos and be very careful 
with lines210 and 220. TheR^O 1 andT>=r on these lines must 
be in inverse video. 

Once you've passed the hellish nightmare scene, the Advent- 
ure gets even harder, I won 1 1 give any more away, but if you need 
any help with this part, then try the hints below. These are in the 
normal format. Just scan the li.sl of questions until you find the 
area where you're stuck then match the numbers below the 
question with the words in the attached list to form a hint Good 
luck and beware of the inescapable mazes! 

Hints overleaf 
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MASK OF THE SUN hints 



1. Can't get past the snake? 
38 16 

2. Still cant get past the 
snake? 

14 27 71 

3. Cant get past the debris in 
the blocked tunnel? 

49 6 

4. Ca n t find your way aro und 
the bottom of the pit? 

76 39 

5. Missing a carved jade 
bowlV 

76 42 10 

6. Missing a gold bowl? 
76 42 17 

7. Can't move the teetering 
boulder? 

49 6 

8. Missing a blue glazed 
bowl? 

31 1 8 

9. Can't get the silver bowl? 
38 16 

10. Still can't get the silver 
bowl? 

58 42 41 

11. Can't open the door 
between the pedestals? 

14 24 75 

12. Jeep won't go? 
72 42 52 

13. Can't get the flute? 
40 42 22 36 

14. Can' t get the potion from 
the peddler? 

9 15 

15. Can't get past the spider 
web? 

63 39 

16. Can't unlock any of the 
doors in the pyramid of 
Tikal? 

14 42 46 67 

17. Cant find the black 
key? 

76 42 56 

18. Still can't unlock any of 
the doors? 

14 42 23 67 

19. Can't find the copper 
key? 

31 1 S 

20. Still can't unlock any of 
the doors? 

14 42 44 67 

21. Can't find the silver 
key? 

76 42 4 

22. Still cant unlock any of 
the doors? 

14 42 47 67 

23. Can't find the gold key? 
76 42 43 



24. Don't understand the re- 
flections? 
65 40 73 70 

25 Still don't understand 
the reflections? 
31 28 27 61 48 46 5 59 27 
61 48 68 5 

26. Can't survive the pale 
green gas? 

38 16 

27. Still can't survive the pale 
green gas? 

14 69 53 

28. Can't save RaouP 
49 6 

29. Cant jump across the 
lava? 

20 42 1 1 

30. Cant find the exit from 
the area of total darkness? 
14 60 

31. Can't map the first 
maze? 

65 8 50 

32. Don't know the pass- 
word? 

30 42 52 2 

33. Can't leave the temple of 
the sun? 

9 42 51 

34. Still can't leave 
temple of the sun? 
30 42 25 2 

35. Still can't leave 
temple of the sun? 
29 42 61 48 42 68 5 

36. Can't answer the 
riddle? 

42 3 28 27 19 33 42 55 37 

39 73 42 13 33 42 13 28 
45 

37. Still cant answer the first 
riddle? 

65 27 21 7 73 26 42 45 

38. Can't answer the second 
riddle? 

74 42 32 54 39 

39. Still can't answer the 
second riddle? 

65 35 59 64 

40. Cant answer the third 
riddle? 

18 28 77 12 66 

41. Still can't answer the 
third riddle? 

34 28 22 62 

42. Can't get to freedom? 
65 27 57 

the third 



the 



the 



first 



map 



43. Can't 
maze? 
29 42 61 

44, Cant 
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POWER WITHOUT THE PRICE 

THE NEW ATARI S20ST 

Uncto' Ih* nsw lHMrj«iih p 01 Triiiial irarrnAr tKjKi 4014 loupcier of CamrTiador* 

dJJUnBIS MBChlrpUj, Aldri CpiEiprBlron hBV* f r *'t(ad nun hi-1i»- n-li.: Il-* w-irlrl ?\ 

tint nin*.'(j«rirjnBl compulBri ivich m. rnAohine w»rich imvbi Ih* corrfHllllrjn lUrtding 
TrkmlBl'i ilocdkir 'Bcunrar WithnLrl d>ib Pre*' hid -aftfifi ir- iiiHiriBPhK-j in ih* mar'jlacl.jre 

nl |h< r«/rV :.|f»t iMan :::ili:i. ■ i;c4-ip U tf' "f+IKh omiill Ih* utHf amlrrirgly high 

pdrr^rmBnrjB »1 an irc^EC sly Im (ir,£* L*u"chBd an a worti-HBllnn. Lhri na*. i r 4iH,n 
incorauryiAsi luvHn ?ijMi*-j ■? pacijgts ji „ a n of, ii, H sJiifiT compjler 1*1 n 5IZK RAM 
ircust cc.nlroH4y, high ruotuiirin mDnocrprorTie Tiop^iar r640i41H}]i. aj kHy karytioord 
(■nih ifj kijy n<umuflc kaupidJ. MIDI irridrr»ra. GEM and* KOK JV, inch Jill driid, all 
Mr 1h» CikCLfeQA fu.tt, ol only Etol » | + VAT - £74S| Ogf*fM) rfw, "Map bflBLW BPd IhO 
'Jacflinrinori' lorior Abul'i Chrsl. j«ck TramiEl). Acain i now machlna hat b**n rjir^My 
uiirr.iiHrt.:! viihtr (Us Apple Macinlcdin HHP 1359* I -VAT ■ E2M5| wtilch altar* ilmllar 
Iddturcs Ji-id Cdpa.&ilihHM b ii a- much hiohbrprco- FtiCiuuiily r*niw«i byihs UK's 
highly cnlical spaclBllil ^pmpular F i»»p ihp> MQSr 11 imely to miXa a araai impHct in 

ih t ii v hi> h jcphip;iicj:pd aiprnaiivH r-:i iin inu f"C fKRICDT nr £ a PLE 

MACINTOSH Unlrhalq uivrprlcBd CLvnpBlKars, Du Alari BJQKT (:«n beimied up-!o a 
«jIwji mopilor lo unieajh a choic* of up hn si2«jlixjra. rnn BdOilanol cdoui Mnai 
'jurihii full fii^ni,,! ry graph ci pockogasi lucfr At QEM 

USER FRIENDLY GEM OPERATING SYSTEM 

Thft frtw of !h« 37 lr harrwuBd snc rnjot i*t$t ln«hdly by 1he new eperanrg 
lyslem 'GEM'IrorTi Diglial H*4BBrph. GEM 3 la rid 1 1or QraphiCA Eni-ngnmBni M^nggar 
•"() 4*kjnfr» a UBBr rr er,di v ;aic j, r.v, grpiphic^ miBrlacB which clOMlr rawmhla* 
ihat ol itu Macln^iBh. Thli nlmJlBflh) «uflandb] to Ih* uh rjl moyBHhlB rHizeaalfi 
windows, ico>iL lonpruAM iXd^cIe iuph as disks ard dlak drink*, and ih« UH rjl pun 
miwn mtrjs and a mcjs* Ths fliy<*rin U " pi an thu is Ihat lha campunr bdKXimat 
a^crtwraly tajdjy 10 uh GEM hai raw turn impiauYiAnHd Tor lha nenrp. ACT Aian. 
IBM, ICL, and OlfnHII. Sofiw«re wnlten liy QEM on ana cairipuiar thouiri siao- run 
uPrjpjr GEM on anpHhar camputw. Thla -n 0 y- tUB mnrkel Id quickly produca a 
larga library <il aiAmdin^ ■nierphar-jDabla soltwar« 

FREE SOFTWARE AND FUTURE EXPANSION 

ThE Alarl S205.T COrYlidJ (uppllW) «lrrl Jflyen 114* Mhndra pulikayHH Mi> AalerJ twlow 
1 1- TOS -Tram-1 Op*r Bllng a^rann paiW on CPM HK Z.i GEM Graphics Envirnr-rt-Kirii 
Miii'jij*p by OigiiQi PaBMrch (OR j fliYirn; a WIMP |Wii-n-.iw icon. Mouse. Pull down 
mEPUl eniircmmani. 3; Dfl GEM Pain! Iccraabrpg a' flprnti iruuwiifiHKTO 4) Oft GEM 
iVnre Icr wjrd p'ocess-nn Si Lo:ji: mt ig larguaselo cnaolb youic vuria your inwn 

fii i^.J-n. HHiil-, ii-inrj lurlla griphiCi 6| DR FWyn 9 l BflSJC S C-3*«-rjl jSCr J r Cldly 

VBfBan at LT* Basil: programming languap* T> Eld 3 Ofmraiing Byitem giving you 
jcceis lo dozans ol bLilnaac appiieAiiona packaKJES already avallibla an lha maiMii 
□aklgnajd wilh future wpanilon In mind, ih* SfT alio iwrtu'OB a host oi dll^arn 
mtaffacaa co ma DuiaiiiH «uiirj and ah impreasiva Hal ur kC4*iagr><c) m piannarj Alan 
will Boon bs reiaasinfl a 100DK f,1M8l 3<\ men disk dnyn, and a 15MB hurj rk«k 
aiara^H iyaium aa well be b mass iloraga oampMi r>ak (C0| player capable el alorlng 
an enbra ZD vdlunw ancy^Kiperiuj -gp ona *ak. A Nil ranga cd inaipfjni prmiprs ara 
piannerj including dM matrlii, daiaywhv* and IharmBl colour pflraori. AVih ii* 
unbMLarila yrAprrK:r. apeed and soltwara ai a i)ik^ »rnch ib lar below 1hat el- any 
comparabl* parunal f:in— .jn.-«r rurr«ni!- r or Ih* markai. iha E.T n an m-t ^ drj pbIC* 
will- Iftej cfjtnpfltilwn. To rocalnt Ujnnar «qaii|. pf the HT IrDm Silica Shop, juai lill in i 
ihia caupan baio" wdh yojr namo and iiddi hm iIhi.h m himj posl i| hp ub. 

Srjffia Shnp Prts*: £tSt,30 t LBT.70 VAT - £749M Thft prfe* fffrlJutf«- | 

+Sf2K RAM +B/W MONITOR 

+ MOUSE +50QK 3.5" DfSK DRIVE 

* GEM * KEYBOARD (95 KEYS) 
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SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sjdcup, Kent, DA14 4DX 



ATARI SPECIALISTS 

At Silica ^a^e ham; bflon 5u<;ijBM.Iu'I>- dedicatEd to Alan erer sincti ihF-ir prnflijcije .appeared tin Ihe UK 
marK«. We Ca.fi B1tribu1c ckij sutceSB largely to tbe Alari specialisatmn which wit practicfl and «0 «h« irwr 
ba>CK-up we provide. Rexl a.xsurad 1h*t v*tien you buy a p-ieie or Atari hardware at Silica yav will b« fully 
supponed Our mailififli givrrtg nE*i at safhiva/*) n«ie«seB and develotvnents will necp you up tD dmc wiih 
thr Alan rrn r kF-l and '3-ur ttChiiiC-al support Icam and sains stair nr* al 1he end Ol 1he Lelephone fins 1d 
deal with your problem* and supply yuur BrV0f> need. With our specialist blB4. w» aim to keep BtOCK* CH| 
OH 1he available Alan hardware, software, PB^PhwafS anO atJctLiaorie-s We also slot:k a wide range or 
Alan dadi-caled £KX>ka and Ihro-ugh us. Ihn- D*ner& on otit ||s1 can Subscribe to rereral American Atari 
rln«!ira:rs rn^ga.?i i.r-, r, ; •■ ,i i. full sn-ryicn Ic n I 4mm v/in r, .-.ml .-n. nu> I irn ■/ -js'.iil:'is i,.Mj 

Ihe UK's NUM&E R ONE Atflr. apecalisti-. hfere are jusl some ol 1hc things, wp can oirflrloour CuSlOihrfirl. 
* FREE POST & PAC K \HQ QN MAIL ORDERS tl you woultf J*b- 60 j^harvd on our maittng 



J|l ]SEND FOR FREE ATARI ST LITERATURE 

ATARI 



* FREE NEXT DAY SEC U RICOH D ELI VER Y 

* INFORMATION MAILING SERVICE 
■* TECHNICAL SUPPORT TEAM 

* HI G HLY COMPETITIVE PRPCES 

^ AFTER SALES SUPPORT SERVICE 

•* REPAIR SERVICE ON ATARI PRODUCTS 



list BB Bis Af«/J Giunptiier owner, or as a parsnn 
intQfestttt >n buying an Jktar) mxhfrm, tet us 
Jtnapy. Wo wiVJ tin p^swf lo weep r<Xs Up to j-ite 
wfih jsffwAtari davp-^pprTrflfii^ frett of CftBTys. So, 
■ ti'ur.i f';s '.cupon today and begin n-xptfiiGnclrig 
9 SpeCr'aWsf A ten' aervfOB triair is second to nana. 



to To: Silica Shop Lid, DepH PSi)£ lDrJ5. The Mews. Ha1H,prl*jf fload. SldCup. Kciifc, DAH iCtV. 

I PLEASE SEND ME FREE LITERATURE 

ON THE HEN ITM1 520ST COMPUTER 

Mr, Mry/Ms; InlllafJS: Sumame: 

£ Address: 

I 
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I 

I 



Postcode: 



Dei yau alraady own B COmpuler 
it SO, which one da yau own? 



■ HOTLINE 01-309 UH 
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Book Reviews 



MAPPING THE ATARI 
EDITION 
COMPUTE! Books 
£16.95 



REVISED SPEEDSCRIPT 
COMPUTE! Books 
£9.95 



Above al] else the one thing XL programmers have 
been crying out for is a memory map for the XL series, It 
has been a long wait but COMPUTE! have finally come 
up with a revised version of the classic Mapping The Atari 
which includes not only the XL and the XE but also 
throws in a few more hidden gems about the old 
machines! 

Reviewing the book for new XL or XE owners is 
simple. Jf you want to be able to program your machine, 
b uy this book, it can not be recom m e nde d highly enough. 
What you get is a detailed description of almost every 
memory location you are likely to need to know about 
with many programming examples and useful routines. 
If you program in BASIC your programs will have added 
polish and scope with this book to hand and if you want 
to learn machine code a memory map is essential You 
may as well not bother without onef But you get much 
more than just a memory map for the introduction tells 
you quite a lot about the fundementals of programming 
and there are no less than n ineteen appendices covering 
almost every aspect of your machine and including 
specific chapters on XL/XE enhancements and bugs, XE 
memory management DOS 2,5, XL/XE graphics modes 
and more. 

There is a section using the Translator to get a 
customised Operating System for your machine and you 
also get a type in program that converts the XL Revision 
B BASIC to Revision C which alone could save you the 
price of the book! 

What if you already have the original version of 
Mapping? Well that is more difficult This one is more 
expensive at£l 6,95 and the vast majority is the same. It 
depends on how you value all those little gems you 
picked up from the first edition. There is an Addenda and 
Errata to the First Edition which was a great thrill to read 
(I didnt know thatl) and there is certainly more infor- 
mation overalL In the long run those few extra program- 
ming tips might be worth more than £16.95 spent on 
some game you put away after a few plays 

Two hundred and seventy pages of good, solid, hard- 
core knowledge, What more could you want? 




Speedscript was a professional quality word processor 
published a while ago in COMPUTE and this book is 
basically a repeat of the article and program listing with a 
complete source code and much previously unpublished 
information. 

At first sight it might seem strange to produce a book 
about a magazine program but Speedscript is probably 
one of the most comprehensive and professional pro- 
grams ever published in a magazine and is certainly the 
cheapest full- feature word processor you are ever likely 
to come across. Good word processors are expensive 
and you may find that the one you buy doesn't suit you 
At least with this book you can introduce yourself to word 
processing with the minimum outlay and even if you find 
that the program doesn't suit you you will be better 
armed to find one that does. 

Word processing is one of the few tasks that a 
computer can do for everyone and if you have not 
dipped your toe in the water, try It you will not find a 
cheaper way! m 
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THE ULTIMATE POOLS PREDICTION PROGRAM 

• MASSIYI DATABASE Pwlswbin£j us a sophtflriealed Pools 

prediction djd. ]L 0311165 complete *im r ^ largest da-abase 

available - mulches over ]0 yeats The database updates 
aitiomaitcally as lesuiie come uv 

• PREDICTS KOI jiiSI SCOREDRAWS, but AW AYS HOMES 
and MO SCORES 

• SUCCESSFUL 5ELEC guarantee ihai Pnaliwuinar performs 
significantly belter lMti chance. 

9 ADAPTABLE Fiohabiliiies are given on every Euctui* - 
choose as mar.y selections as yoii r rr<i in: y-.ur bei The 
prec.isr: prediction fornulj car. be sel by '.he use; fBU car 
develop and lesi your own unique melJiod- 

• SIMPLE DATA ENTRY All t«m names ST* in Hie program. aampty lype in liie tele j e:iue 
numbers from the screen. Or use nXGEUSl it; produce tomb e lisn auron'.aricaDy (see below) 

• DISC MICRODRIVE COMPATIBLE Tapes supplied with conversion Lnsirooiior.fi. 
4 PRINTER SUPPORT I'jLl Lnarc copy punloLl o! dala :r yon have a prmiet. 

AVAILABLE FOR Spectrum Commadoie 64, VtC 2D (+ LSK). AMSTRAD. 
BBCB. Atari (48K), Z3C61 (]6Jt>. Dragon. Apple D, ELECTRON 

PRICE £15.00 (all inclusive) 
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AT [.AST- \n Tiorf Straggling fcT Incurs ts gel line 

tuttiue list into the contpi;1er. FKCEN has been 
programmed Willi all English and Suurmt. 
CixtJieE for L3&3-'6. Simply type in the da:e, and che fdl fixture list is 
generaied in seconds, fully compaiLb:* wlih Roalawrnner. 
POOLS WINNER with FIXGEN £15.50 (all inclusive) 
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COURSEWINNER 
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MOT JUST A TIPSTER 
PROGRAM, Comae^riiuier 

THE PUNTERS COMPUTER PROGRAM ^ pSiSJSe. 
You can develop and Crist' your OV.T. lir.icpie wirr.mg system hy adjusting '.hr. 

analysis formula, or use ihe program in simple moae. Gouraewiitner V J uses 

Statistical analysis of major facials including paSI Form, speed raungs, COUJ96 

nairiticjt, priie money, wetgnt. going, trainer and jockey Form ate. ate. It 
outpulB most likely wfiiiuwj. good long odds bets, telecasts, incaats etc, The 
database includes vital course statistics for all British courses. You. car. update 
Hie da1ab*se - never goes qui of date. 

AVAILABLE FCCKiilWrurMilflKl CeamCKjOM? 1 :* WC'IB). AWJftlAC . AUil |4BIi Applft It 
PRICE £15, DO (All inclusive] includes Fla1 AND NicLnrioJ Bant v-rndona 



Ser.d Chequei'PCIa lox icnuyi of post service ^o 



phone 24 hrs- •., w.utl phone 2< hrs 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE. S 061-428 7425 

i Scv>rf for fun lis' of at/ software! 



The Letters column has been held over this 
issue lor two reasons - lack of space and lack of 
Interesting letters! 

Why not write to us with any observations, tips 
or questions that may be of interest to other 
readers? Address your letters to READER'S 
WRITE, PAGE 6 Magazine, RO,&o* 54, 
STAFFORD, ST161DR 

Let 7 s hear from you! 



and get them right! 



The program listings in PAGE 6 are prepared carefully to 
ensure that they can be typed bias easily as possible. Before 
typing any listings ensure that you are familiar with the use 
of the Shift and CONTROL and INVERSE keys as outlined 
in your computer manual The listings are prepared to 
match exactly what you see on screen. Every character that 
you may see in a Listing is included in the chart below for 
cross reference. By using TYPO 3 you can ensure that you 
type in the programs EXACTLY as they are printed. Remem- 
ber a single typing mistake may mean a program will not 
run. 

WHAT ARE THOSE CODES? 

Each Line of a program begins with a special two letter 
code THESE SHOULD NOT BE TYPED IN. They are used 
by the program TYPO to check that you have typed each 
line correctly. IF YOU HAVE NOT ALREADY TYPED IN 
THE TYPOS LISTING PLEASE DO SO NOW, The program 
canbffu sed as you type in each 1 Lne of a program or to check 
an already typed program. The code for each line will match 
but if you have problems check the listing conventions 
below carefully, you are most probably typing a CONTROL 
character incorrectly TYPO 3 cannot check If a Line has 
been missed SO if you have problems in running a Listing 
count the lines In the program and ensure none are missing. 
If t he T Y PO codes m ate h and the program still does not ru n, 
LIST it to cassette or disk using LIST "Q" or LIST 
"D:fIIename" T § witch off the computer, re- boot and then 
ENTER the program using ENTER "C +i or ENTER 
"D: filename", Save this version in the normal way, 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use 
TYPO 3 to check itself (see 6 below) it may not work if you 
have made mistakes. 

2. SAVE or CS AVE a copy of the program. 

3, Each time you want to type in a program listing RUN 
TYPO 3 first. The program will install a machine code 
routine in memory and then delete Itself. Now type in a line 
as shown in the magazine zxcludi ng the first two letter code a nd 
press RETURN, 

4, A two Letter cod e will a p pear at the top left of yo ut screen. 
If this code matches the one in the magazine carry on and 
type the next tine. Note* the cade will not match if you use 
abbreviations, if you prefer to use abbreviations LIST the 
line you have Just typed, move the cursor to that line and 
press RETURN, The code should now match. 



.0 



5. If the code does not match, use the editing keys to correct 
the Line and press RETURN again. Repeat if necessary until 
the codes match. 

& To check a line you have already typed LIST the line, 
place the cursor on that line and press RETURN. 

7. When you have finished a listing just SAVE or CSA VE it 
in the normal way. 

You can type in a program without using TYP03 and then 
check it by SAVEing or CSAVEing a copy of the program 
running TYPO 3 and then LOAD in g or CLOADing your 
program and proceeding as in step 6 above. 

Always SAVE or CSAVE a program before running it and 
always use TYPO before telling us that a program will not 
run. 
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1 Vt»t> £11 by A If l Benson * 
June it«tt « 
a pr<t&tr**4*r for AHrrc and * 

PAGE 6 based on TYPO II * 
published by AHTIC Ma9a.Zi.ne * 
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4 REM 



Lee graphics a 

110 FOR 1 = 1536 TO 17*1 1 RfcAO A :CK-CK«n: 
POKE I,A;HtX1 I 
CG 120 If CK<) 3B7b5 TNCH f "error in DATA. 

StatewrnTS - Chech Typing" :EHD 
YH 130 fl-U5Rtl535J 

UT 140 ? :? "TV PC- rri is up and running'^ 
NEH 

HA 1000 DATA 1«4 , IbU , U , 1 H!> , tii , 3 r in 1 , 
nu lOlfl tilTn 7-40. Ji . Z90, 209, 70S . 192, 36, 200 
OB 1020 DATA 242 , 96 , 200 , 169 , 79 , 153 , 26, 3 
RK 1030 DATA ZOO , 169 , 6 , 153 , 26 , 3 , 162 , B 
RR 1040 DATA 109 , 0, 120 , IS ? , 75 , & , 238 , £34 
TO 1060 DATA IS , 200 , 24E, 93 , 141 , 03 , 6 

ttC JHbB DATA J. ? . ft , 141 , 04 , 6 , 1 7 3 , 4 , Z 2 S 
til 1B;d D-ftlrt 105,0, 141, 95, 6,173,5,220 
UK 1000 DATA 105,0,141,96,6,169,0,162 
KK 1090 DATA 3 , 149 , 203 , 20 2, 16 , 251, 96 , 0 
ZR 1100 DATA U|.M,13jH r H J B r H J H 

ld iiio &fl r a 0,0,0,0,0,0, Si, 94 

JN 112ft DATA 6*0, 72, 201,155, 240, 55, 23ft 

TV 1130 DATA 20 3,133,209, 150 , 72 , 169 , 9, 173 

TH 114B DATA 200 , lbS , a , J a , 3 7RII , ft , Z03 

HF 1150 DATA 144 , 7 t Z4 r lti,2«« 144, 2,230 

RL HUB DATA 200, 202, 200,239,133,207, 24,1 

TH 117ft DATA 204 , 101, 207, 133 , 204 , 16S , 20S* 

iei 

AH 110ft DATA 200,133,200,1^, K9«, 105-0,13 

I 

MH 1190 DATA 206,104,170,104,40,96,116,72 

MR 1200 DATA 152 , 72 , 162 , 0 , 134 , 2« ? , 134 , Z0D 

GF 12 ifl DATA 1 60, 24, £,304, 30, 205, 3 0,205 

EA 1220 DATA 3B r 207, 36, 208, 56, 165, 207, 2 

TH 1Z3S DOT ft 164,170,165,200,233,2,144.4 

IK 1244 DATA 134,207, 133, 20a, 136, 200, 22?, 



CO 
HH 
MB 

BC 

HU 

OA 



1MB 

16Z 

1250 DATA 
1260 DATA 



Ojltt 8^,207, 13 3, 294, 1*5, 200,6 
204, 4Z i 701 , Z6, 144,4, 233, 26 
1270 UAIA ^30,704,702^00,242,133,205, 
169 

lt»0 DATA 120,145,00,200,192,40,200,24 
9 

1290 DATA 165,204,105,160,100,3,145,00 
130O DATA 103,305,24, 105,151, 200, 145,0 



HB 1310 



DATA 32, 6*, 6, IB*, lRff,7t p 153,6 
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Atan 'If ATAra C CORp r0dC mdirk 
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PT.1 



Many of the superb graphic displays of which we all 
know the Atari is capable depend on altering a set of 
instructions in RAM called the display list This article is 
devoted to the display list (DL) and how to modify it for our 
own purposes. The article contains a number of demons- 
tration programs which are explained in the text and in 
REM statements in the program itself. When typing them 
in, always type in the lines with REMs in them (at least the 
line number plus REM. if not the whole line) as in some 
cases these lines are used for GOTO and GOSUB state- 
ments. 1 would recommend that when reading the article 
the program listings are studied along with the text 

THE TV- SCREEN DIPLAY 

Virtually every display list article ] have ever seen starts 
off with a discussion of how the TV display is produced 
This one is no exception, so those readers who already 
know how this works can skip to the next section 

An image is produced on a television screen by a stream 
of electrons which strike a phosphor coated surface 
causing it to glow. The electron beam starts from the top 
I eft- ha n d corn e r of th e screen and moves h ori z on tal ly from 
left to right When it reaches the right-hand edge, it is 
switched off, moved back to the left side and down a 
fraction (this is the 'horizontal blank' period). It is then 
switched back on and the process repeated until the beam 
reaches the bottom right-hand corner of the screen. At that 
point ft is switched off and brought back to the start 
position. Thus, the screen image is continually being 
redrawn (or 'refreshed') - f>0 times per second in the UK 
PAL system. This is much too fast for the eye to follow and 
the image appears to us to be stable However, some flicker 
does occur and may account for the eyestrain suffered by 
some people after long periods at their machine. 

The picture is therefore built up from a stack of horizon- 
tal lines across the screen, these are usually termed 'scan 
lines*. The Atari can generate 262 scan lines, but not all of 
these are used in order to ensure the image appears on the 
screen of all makes of television. In fact, 192 scan lines are 
used to create the image. It is no coincidence that the 
maximum vertical resolution of the Atari is 192 (in 
Graphics 8-11 and Antic modes 12 and 14). In these 
modes, each horizontal row is one scan line high, The rows 
(or'mode lines) of other graphics modes are composed of 
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more than one scan line (e.g. one mode line of Graphics 0 is 
eight scan lines high) . Table 1 shows how the mode lines of 
each graphics mode are made up, plus the resolution and 
memory requirements for each mode. 

The fundamental unit of horizon tal measurement on the 
screen is the colour clock This is actually a hardware 
limitation in that a colour clock is the length of the smallest 
possible dot on the screen whose colour can be controlled 
independently of adjacent dots. The Atari can display a 
screen 228 colour clocks wide, but only 160 of these are 
used on a normal screen to ensure the sides of the picture 
are not cut off on the television. (Although this produces a 
border at each side, at least the care taken by the Atari's 
designers ensures the machine will work with virtually any 
TV ■ unlike some inferior machines, which won't) 

The machine can also light each half of a colour clock 
independently, producing a maximum, horizontal resolution 
of 160 x2 = 320 points, although this sacrifices additional 
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Notes 

1} GTIA modes, have identical DLs to Graphics 8 

Zr Total memory requirements shown are for full- screen rtuxtes (no text window,} 
without any added unused bytes or tor the DL See "Mappin-g the ATARI' pp. 17-21 . 

I) BASIC irki-iks 12-ir> am r.r>f auailahfe or. Mu> 4\ M VHl >0 ..,. T i«.... 

4|" T — TexJ mode, G— Graphics mode 
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colour for the reasons given above. Incidentally, a pixel 
(picture element) is the basic graphics unit which varies in 
size from one mode to another. In text modes, one pixel is 
usually taken to mean one character, although the individ- 
ual dots making up each character are also sometimes 
called pixels - very confusing! 

THE ANTIC CHIP 

Discussion of TV screen displays is all very well, but what 
has this to do with the display list? Well the TV display is 
under control of a separate microchip inside the Atari 
called Antic Being a separate microprocessor, it needs a 
program to run it, which is in fact the purpose of the DL 
The Display List is located in RAM, although its exact 
location depends on the graphics mode in use and the 
amount of memory installed in your machine. The Atari 
therefore has a pointer to the first byte of the DL at 
locations 5 60 and 561 . The start of the DL is stored here in 
LSB/MSB format so that in BASIC the start can be found 
by. 

DL-PEEK(560)+256*PEEK(561) 

Before we go on, take a look at Table 2, This contains 
some additional important memory locations I shall be 
referring to in this article. 

At this point type in and run Listing 1 . 1 suggest you save 
this program, as it will allow you to examine the DL for any 
Graphics mode. The program will ask if you want a printout 
as well as screen display. Type the letter N if you don't have 
a printer As an example, on being asked which mode type 
T and press RETURN, After a second or two, you should 
see something like this: 

Display List for Graphics 1 

1 12,1 12,1 12,70,128,157,6,6,6,6,6,6,6,6,6,6,6,6,6,6,6, 
6,6 t 6,6,66,96,159 r 2,2,2,65,94,157 

This is the DL for Graphics 1 , Some of the numbers may 
be different in your machine. These are memory locations 
which depend on the amount of memory fitted in your 
computer. Let us now examine the meaning of the various 
numbers present in this DL 

The first three numbers are 112 (decimal). Each 1 12 is 
an instruction to Antic to leave eight blank scan lines, 
making a total of 24 blank lines at the top of the screen. No 
data can be displayed on these lines, which take the border 
colour as default 

Why put blank lines there a tall? This is to prevent picture 
cutoff or 'overscan' at the top of the screen. To see this, 
press Break and then type in direct mode: 



DL=PEEK(560)+256*PEEK(561): 
DL+1,0: POKE DL+2,0 



POKE DLO: POKE 



You will see the picture move up, and on some TVs the 
top may actually be cut off. What this means is that when 
designing your own DLs, you should always start with 24 
blank lines. However, you can display less than 24 if 
absolutely necessary. Table 3 shows the instructions 
needed to display from one to eight blank lines. 
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Table 2: Summary of memory locations 

Location Name Description 

88,89 SAVMSC Location of the first byte of screen memory in low 
and high byte format (i.e. SCKfciE:NMEM=PEEK 
(88)+256*PF.FK{89)}. The first byte is displayed 
in the fop left' hand comer of the screen. 

97 DINDEX Contains the current Graphics mode number (the 

BASIC/O, S, number, not the Antic number). 

560,661 TXTMSC Identical to 88 and 89, but for the text window 
memory area 

659 TINDEX Identical to 87 for the text window. 

560.561 SDLSTL Location of the first byte of the Display List an low 

and high byte format Change these locations to 

point to your own DL If you set up a new one 

elsewhere in memory. 
512.513 V DSLST Location of the first byte of a DL1 service ro utin e in 

low and high byte format 
559 SDMCTL Direct Memory Access Control Controls playfield 

width and Player-missile graphics enabling. 

POKEing with zero turns off Antic POKE with 34 

(or press System Retel) to mm is }> c i4:k mi with <i 

standard width playfield and no PM.G. 
54276 HSCROL Horizontal fine scroll register. Will fine scroll up to 

16 colour clocks horizontally; bit four of the 

display List mode line instruction must be set to 

enable this register (add 16). 
5 , 'l277 VSCHQl. Vertical fine scroll register, scrolls up to 16 scan 

rjnes verically, Bit five of the DL mode line code 

rnusl he sel (add 32). 
106 RAMTOP Top of useable RAM (in pages) in the computer. 

Can be user- altered to reserve space for character 

sets. Player- missile graphics, etc. Initialised to 1 60 

in a 48 K system, 



Display List Exaniner 



L G 10 REM 

JJ ZO HEM ■mMJJ.IIJ, 

NT 3© CLR ; GRAPHICS O : ? : ? "Which Graphic 
s Mode to examine"; : INPUT MODE 

WL 40 GRAPHICS MODE: POKE 5 5 3 , O l D L = PEEK C 5 6 
O) +256*PEEK C6«l) 

UG 50 FLAG~G ! J = 0 : DIM DLS C 2 5 8 J , $ C 1 J 

UU 68 £>L$ t J+l j J + 1J -CHRS CPEEK t DL + JJ J j IF PE 
EK CDL+J)=S5 THEN Od 

BJ 70 J=J+l:GOT0 66 

VY 00 J=J + l:l>L$ CJ+i , J+l) = CHRS CPEEK CDL+J) 3 

: J=J+i : DLS C J+l, J+l J = CHRS (PEEK tDL + J) ) 
LX ?0 GRAPHICS 0 

PP 100 ? "Output to printer CY/m " ; s INPUT 
AS ; ? 

PL 110 IF A$="Y" THEN EL AG - 1 : POKE 038,PEE 
'K (58422) J POKE 839 1 PEEK C58423) : TRAP 136 

EK 120 ? "Display List for Graphics ";MOD 
E : ? : T 

TM ISO FOR J=l TO LEN COL 5 3 : 7 A5CtOL5(J, J] 
) i " j, " I ! NEMT J:? :? :IF FLAG — 0 THEN 150 

TC 140 FLAG=0 : POKE 838 r PEEK C58374) ! POKE 0 
39, PEEK (58375) : GOTO 130 

DJ 150 7 :? "Another node ly/N] input a 
S 

HE 150 IF AS = II Y" THEN GOTO 30 
LR 17 0 IF ft$<>"N»* THEN 150 
KM ISO GRAPHICS O S END 

IB 190 POKE 838, PEEK (583741 : POKE 33?, PEEK 
f 58375) 

JC 200 IF PEEK (1?5I=1I8 THEN ? : ? "QPr irtt 

er not ready J ! ,l : ? "Press ■mmtfTW " : i in 

PUT AS i TRAP 198: GOTO 30 
HP 210 ? :? ,, OError- ,i ;PEEKfl5S> : END 



Listing 1 



You are not restricted to putting blank lines at the top of 
the screen. Listing 3 below shows how blanks can also be 
used in the middle of the DL This program is explained 
more fully below. 

The next number (70) is one of the most important in the 
DL It is in fact made up of two Instructions: 64 (Load 
Memory Scan) plus 6 (Graphics Mode 1 instruction - see 
Table 1). The LMS instruction is a very simple one in spite 
of its name since its function is to tell Antic the location of 
the first byte of memory to be displayed on the screen. The 
LMS code should always be present added to the code for 
one mode line of one of the various graphics modes. If this 
is not done, blank scan lines will be displayed instead. In 
addition, the LMS code must always be followed by two 
bytes (128 and 157 in the above DL - this may vary in your 
machine). These two bytes are the location, in conventional 
low- and high- byte format of the start of display memory, 
and unless deliberately altered will be the same as in 
locations 88 and 89. By altering just these two bytes, you 
can cause your Atari to display the contents of any area of 
memory on the screen! Would you like to see what is 
happening in the very low RAM area? Type 



DL=PEEK(560)+PEEK(561)*256: 
POKE DL+5,0 



POKE DL+4,0: 



Table 3: Blank line instructions 



Instruction code 


Number of b! 


0 


1 


16 


2 


32 


3 


48 


4 


64 


5 


80 


6 


96 


7 


112 


8 



Text Window in Graphics 1 



RY ID REM 

RM 20 GRAPHICS It ! DL =PEEK CS691 +256*PEEK 1 5& 
1) 

EH 58 POKE OL+167 , 70 : FOR J-170 TO 172 :POK 

E DL + J j 6 ! MEMT J 
Id 40 POKE 659,1 

TR 50 ? "Tetm MiCEOw HO":? "GrGI3HiE33 I" 



Listing 2 



insertion Qf blank ungs in -the 



List 



Set up the new DL 



PE 10 RE M 
MU 2ft REM IJHJEl' 

PH 30 REM 

MJ 4© FOR J=l TO 49: READ K ! POKE 1S35+J, X : 
NEMT J 

QK 56 DATA 112,112*112,06,0,0,0,2,0,2,0,2 
jB t 7,8,2, 0,2, 0,2,0, 2,0, 2, 0,2,0,2,0 ,2,0 
, 2,0, 2,0,2,8, 2,0, 2, 0,2, 0 ,2,0,2 

CC 60 DATA 65, B, 6 

MO 70 GRAPHICS 0 : POKE 1540, PEEK C885 : POKE 

1541, PEEK CO 91 
py 80 REM I ! IA*MI H J J A » J B=» . I J » t.M Jl I ■■ »J ■ 

IF 90 POKE 559,8: POKE 560,0 i POKE 5*1 , 6 ! SE 
TCOLOR 2,2,8 ! 5ETC0L0R 4,0, 10 ! 5ETC0LOR 
1,2,0: POKE 559,34 

RS 10O LIST 

Listing3 



You are now looking at what is going on in Page 0 and 
succeeding Pages 1 to 3. If you wish, you can set an LMS 
instruction on every mode line, so that each line displays a 
different area of memory. 

Following the LMS code and its two operand bytes, there 
are a series of 6 T s. These are the Antic instruction codes for 
Graphics 1 (remember that Antic uses different code 
numbers to BASIC and the Operating System). If you 
count them you will see that there are 19 L 6' codes, which 
together with the one incorporated in the LMS code makes 
a total of 20 mode lines of Graphics 1. 

Following these is another LMS instruction with a 
Graphics 0 code added This directs Antic to a different 
memory area for the text window^ which is of course in 
Graphics 0- The following two bytes are the start of the text 
window memory area and are followed by three lines of 
Graphics 0. 

The final three bytes are an instruction to Antic to go 
back to the start of the DL and repeat the program over 
again. The code 65 means L )ump and wait for vertical 
blank', this is telling Antic not to start drawing the screen 
until the electron beam has returned to the top left-hand 
corner and the vertical blank period is over, The two bytes 
following the Jump instruction are the starting memory 
location for the DL itself, and are therefore the same as in 
locations 560 and 561 . Your DL must always end with this 
instruction. 

Simple arithmetic shows that we have 20 lines of 
Graphics 1 each eight scan lines high, and four lines of 
Graphics 0, also eight scan lines high. This makes a total of 
20x8 + 4x8 = 192 scan lines. When designing your own 
DL you should always approach this magic figure as 
closely as possible. Having less than 192 scan lines doesn't 
matter - you merely have a slightly smaller picture - but 
exceeding 192 does matter, since it may cause the picture 
to roll unpleasantly. If you must exceed 192, compensate 
by reducing the number of blank lines at the top - but 
remember that you may get picture cutoff as a result 

Now rerun Listing 1, and this time examine the DL for 
Graphics 8. You will see that as well as the LMS at the start 
of the DLand the one for the text window, there is a third in 
the middle of the DL This must be present because of a 
limitation of Antic s memory counter, which cannot count 
past a4K memory boundary. The practical meaning of this 
is that any Graphics mode displaying more than 4K of 
screen memory (eg. Graphics 8-11) will need an additional 
LMS instruction in its display list in order to reset the 
memory counter and cross the 4K barrier. 

There are three final instructions to consider, which 
don't appear in the 'built-in' DLs. These are: 

128 call Display List Interrupt 
16 horizontal fine scroll 
32 vertical fine scroll 



Any or all of these can be added to to any mode line 
(together with the LMS code if you wish). They are 
discussed more fully overleaf, 

continued overleaf 
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DISPLAY LISTS continued 



custom-built display lists 

There is no need for the Atari programmer to be 
restricted to the 'official 1 DLs and Graphics modes pro- 
grammed into the Atari By modifying the DL you can 
format the screen in virtually any why you wish. It is easiest 
to explain how this is done by means of examples, 

Before we start I should point out that there are two ways 
of going about creating your customised DL The first is to 
modify an existing DL, set up by a GRAPHICS statement 
and the second is to create an entirely new one somewhere 
in a protected memory area In general I would recommend 
the second approach, except for very small changes, since 
you can then bring your new DL into effect simply by 
changing the pointer at locations 560 and 561. Changing 
an existing DL may take a noticeable amount of time, and 
may be impossible if your new DL is longer than the 
existing one. 

Example 1: Graphics 8 is fine in terms of resolution, but 
sadly lacking in colour. What is worse, the text window is in 
the same colour as the main part of the screen However, 
we can improve this by changing the text window to 
Graphics 1, allowing four colour text Listing 2 does this. 
This program is very straightforward, it finds the start of 
the Graphics 8 DL and then POKEs the appropriate 
locations with the Antic code for Graphics 1. Line 40 may 
need some explanation however. The Operating System 
thinks that the text window is in Graphics 0 - but Antic must 
now display it as Graphics 1. This is a potential conflict, 
since the CX& allocates 40 bytes per line for the text 
window, whilst Antic only uses 20 bytes per line. This 
would alter the position of text PRlNTed in the window. We 



resolve this by telling the O S. that the window is now in 
Graphics 1 by POKEing location 659 with 1. 

Example 2: I indicated earlier that it was possible to insert 
blank scan lines in the middle of a DL This is demonstrated 
by Listing 3. This effect gives rather an attractive 'ruled 
page' appearance which could be useful in long text 
displays to break up the text (for example, in text adven- 
tures). Notice that the screen editor entirely ignores the 
blank lines ■ the cursor jumps from one mode line to the 
next Unfortunately, putting in the blanks means that we 
can only put 21 Graphics 0 lines on the screen- this makes 
it difficult to use this screen for typing in a BASIC program 
for example (try it and see what happens when you reach 
the bottom of the screen). 

However, this program also demonstrates how to set up 
a new DL from scratch. It must be placed in a suitable 
memory area ■ such as page six. Display lists are not 
relocatable due to the jump instruction at the end The first 
three lines of the program READ the DATA for the newDL 
and POKE it into page six Remember that zero is the code 
for one blank line and two is the code for Graphics 0. We 
must then allocate some memory space for the screen - in 
this case, done easily by the Graphics 0 call in line 70. We 
then need to know the starting memory location for the 
screen memory, which can be found from locations 88 and 
89. These values are POKEd into the appropriate locations 
in page six Space was reserved for these by the two zeroes 
following the LMS instruction (fourth number in line 50). If 
other LMS codes were present in our new DL we would of 
course have had to reserve space for the two bytes 
following each one. The final three bytes are the Jump 



Bewti. o f m xed-node PRINT/PLOT 



ED 18 REM 
HL 2G REM 

D Y 30 FOR J=B TO 35 : READ H : POKE 1536 + J, Hi 

NEMT J: OPEN *t6, 4,0,"S: " 
0W 4© DATA 112, 112,112, 73,0,O, 9, 9,9,?, 9 , 9 

,9, 0*7^6,3, 6, 2,2, 2, 2, 2,6, 6, 6, 7 ,66, 0,0, 

2 , 2, 2 , 65, 0, 6 
NZ 50 SETCOLOR 5,18,8: 5ET COLOR 4, 1O,0:SET 

COLOR i, &,B : SETCOLOR 0*0,14 

JiW 00 hfm \X±m:t-*T< l-m 11 J '. M J T M M » T4 J Tlil 

HA 70 RAMTOP~PEEK (186) :POKF 88 , 0 1 POKF 89, 

R0MT0P-4:? CHH$1125) 
IU SO POKE 1548,0! POKE 1541 , RAMTOP— 4 [POKE 
1565, RAMTOP— 1 : POKE 87, 4 7 POKE 660, 6 1 PO 

KE b&i , RflHTOP-1 
RU 50 POKE 559,0 ! POKE 560, 0: POKE 561,6iPO 

KE 559,34 
UB IBS G05UB 290 

UU 116 POKE 38,188! REM Hi 1 Hi Ti I W-± * 1 A ■ 

injja;.MH« 

MM 128 POKE 97 r 2 : POSITION 0,0:? «6;" 
INVADER*" 

MS 130 POKE 60,120 : POKE 07 , 1 : POSITION 0,0 

:? 86 ! ? M6;" INVADERS'* 
22 14B POKE 80, 138 : POKF 87 , 0 ! P05I TI0N 2,0 
: ? "This is a demonstration of nixed-n 
ode" 

SI ISO ? "printing/plotting . The offset i 
s cal-" 

KR 160 ? "Ciliated for each node window & 



the" 

DH 170 ? "screen nenory directed to the s 
tart- 11 

5J 180 ? "mg nenory location qf each Win 
dow. 11 

MM 190 POKE 88,i24:P0KE 09, RAMTOP-3 : POKE 

07, 1 1 POSITION 0,0 
UB 2BB ? 86 I? Mj H INVADERS" 
UD 210 ? »6!? tt&J" INVADERS" 
EK 220 CL05E 06 i POKE 752.1 

HP 230 POKE 703, 4: REM LI -\ 11 1 .1% j ^'l^HTTTT: 

FB 246 ? "Text window can be Used for inp 
UtS * " 

EG 258 ? "connands, etc. in the usual way 
it 

00 26B ? "Press giliaiiil^M to end," 
M5 270 IF PEEKC53279J <>3 THEN 276 
KM 2 3B GRAPHICS 0 : END 



290 REM 


Routine for 




i a n t tpxt i n G r - - 4 


(Page Six issue 3) 





02 300 M=:57 3 44;S = PEEK(60)+256*PEEK C89) : R- 
O: COLOR 1 

LP 310 FOR J=I TO 8 i READ CODE , COL ! FOR 1=0 
TO 7 

G7 320 POKE S+ Cl*103 + CR*10) +COL , PEEK CM+I + 

CC0DEW811 
E¥ 330 NEMT I ! NEHT J 

HJ 340 DATA 41 , 1 , 46 , 2 , 54 , 3 , 33 , 4 , 36 , 5 , 37 , 6 

i5fl j 7 j 5 1 , 0 
2J 350 RETURN 



listing 4 
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instruct! on f ol! owed by the starti ng location of ou r n ew DL - 
the beginning of page six. 

To bring our new DL into effect, we first turn off Antic by 
POKEing 559 with zero (you don't have to do this, but if 
you don't then the DL may be changed while Antic is 
actually drawing a screen, making the picture jerk - which 
at best looks unprofessional). The DL pointer is then 
directed to our new DL in line 90 by POKEing 5 60 and 561 
with the low and high bytes of the start of the new DL 
Finally, Antic is turned back on again with a POKE 5 59, 34. 
You can get out of the new DL by any GRAPHICS calL To 
get back again, simply repeat the steps in this last 
paragraph. 

Example 3: The final example (Listing 4) is a little more 
complex, but nicely demonstrates a problem encountered 
when printing or drawing on a mixed- mode screen. Let us 
suppose that we want to design an attractive title page for a 
new game. We want to start off with giant text at the top of 
the screen, then decrease in size towards the middle, where 
we will print a message. The text will then enlarge again, 
and lastly there will be a text window for displaying 
messages and inputting replies. We'll call the program by 
some sort of dramatic name - say, 'INVADERS', in honour 
of those little green men who started it all. 

Type in Listing 4. Lines 10 to 90 should now be 
straightforward. Memory is assigned for our screen in line 



70, and then the new, mixed- mode, DL is set up, The 
starting memory location for the text window is obtained 
from locations 660 and 661 (see Table I). The method for 
plotti n g gian t text in Graphics 4 co mes from John Hutrn e in 
Page 6 issue 8. 

The real problem is, how do we PRINT or PLOT to the 
mixed graphics modes when the O S thinks we re in 
Graphics 0? There are two ways around this The first is to 
tre at each group of id entical mode 1 ines ( or m ore ge n erally, 
groups of lines with identical memory requirements) as a 
sort of graphics 'window'. For each window^ we would then 
POKE the screen memory locations 88 and 89 with its 
starting memory location and to be on the safe side do a 
POSITION 0,0 to return the cursor to the top left-hand 
corner of the window. We then POKE 87 with the 
appropriate BASIC (not Antic} mode number and can now 
use the normal BASIC printing and drawing commands. 
Alternatively - especially for character graphics - we could 
calculate the offset from the start of screen memory and 
POKE the internal character codes (not the ATASCH 
codes) directly into the screen memory. 

So much for the Display list itself. I suggest you 
experiment with the above examples and create your own 
DLs. In the next part of this article, I want to concentrate on 
some further applications of display list manipulation - the 
'hidden' graphics modes, page flipping, the Display List 
Interrupt and scrolling. * 
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3*1 Stoneyhurst road Erdington 



U.K SOFTWARE 

Hacker d )♦..♦.♦.... 14 . 95 

Ballblazer 9. 95/14. 95 

Fractal as 9. 95/14 . 95 

Kennedy App .., , . call 

Theatre Europe 9.95 

Blue Max 2 00 1 . . . 9 . 95 / 14 , 9G 

Mercenary. 9. 95/12 . 95 

Strip Poker 9. 95/14 . 95 

Whir I i nurds, . . . . 9. 95/14 . 95 
King of the Ring:. ♦ . , . phone 
GREMLIN GRAPHICS ACTI VIS ION 
ELECTRIC DREAMS ARIGLASOFT 
ENGLISH SOFTWARE LLAMASOFT 
U,S GOLD MELBOURNE HOUSE 
SECTORSOFT CREATIVE SPARKS 
D ATABYTE OCEAN NOVAGEN P.S.S< 

IMPORTED SOFTWARE 

AT A GLANCE 

Kybrd Temp late/Syncalc . soon 
Kybrd Temp 1 at e/Syn f i 1 e , soon 

BATTERIES INCLUDED 

B -Graph > . * * + * * * » ■ + . > . . 69 . 95 

Home Pak 49, 95 

Papercl ip 59.95 

BRODERBUND 

Pr intshop 39, 95 

Data disk 1 22 . 95 

Data disk 2 . . 22. 95 

Pr in t shop paper ....... 19 . 95 

The Mask of the Sun... 43. 95 



SSI 

Battalion Commander . . 37 . 95 
Battle for No rmsndy . . 37 . 95 
Battle for Sh il oh . . , . 37 . 95 
Break through/ A rdennesS? . 95 
Broadsides. . . . . , ♦ , . . .33. 95 

Carrier Force 57.95 

Colonial Conquest . , 37 . 95 

Combat Leader. ..34.95 

Computer Ambush 49. 95 

Computer Basebal 1 . . . . 37 « 95 
Computer Quarterback . 37 . 95 

Cosmic Balance. 33.95 

Cosmic Balance II.... 33, 95 

Eagles, 37* 95 

Epidemic . . 29 . 95 

Field of Fire 37 ♦ 95 

Fortress. 29,95 

Gems tone Warrior 37.95 

Imperium Galactum. . . . 33 . 95 

Kampfgruppe 57 . 95 

Knights of the Desert34 . 95 

Objective Kursk 37 . 95 

Op Market Garden 57. 95 

Panzer Grenadier . 37 . 95 

Ques iron 57 , 95 

Rai Is West 37 . 95 

Reforger '88 45 

Shattered Al 1 iance . . . 34 

Six Gun Shootout 37 

Tigers in the Snow, ., 37 



Serpent's Star....... 

CAROUSEL SOFTWARE 

Brain Strainers ( c / d ) , 
Simulated Computer ( c ) 
Simulated Computer ( d) 
Tel ly Turtle(c) 



43.95 



Tel ly 
EP¥X 



.9. 95 
.9. 95 
14 . 95 
.9. 95 

Turtle £ d) 14. 95 



Koronis Rift 
The Eidelon. 
MONARCH DATA 



soon 
soon 



SYSTEMS 



l n 

War in Russia.., 
50 Mission Crush 
INFOCOM 



Cutthroats 
Deadline. . 
Enchanter . 
Hitchhikers 
Infidel . , . 
Planetf al 1 
Sea Stalker 
Suspect . , . 
S u s p ended . 
Witness. . . 
Wi shbr inger . , 
2ork 1,11,111 



67 
33 



95 
99 
95 
95 
95 
95 



gu 



de 



29. 95 
3 7 . 95 
3 7 . 95 
29.95 



42 
37 
34 
37 
37 
37 
29 
29 



95 
95 
95 
95 
95 
95 
95 
95 



MICROPROSE 

Crusade in Europe. 35. 95 
Decision in Deser t39 . 95 

Gunship , * soon 

Silent Service ..... soon 
Top Secret soon 

MICROLEAGUE 

Basebal 1 

Data disk.,,,,. ....... 

World series disk 

1984 Team disk . . 

Al Is t ar roster disk,.. 
Franchise Team disk... 
General Manage r/ own er . 
SYNAPSE 



Bri msone . 
Essex 
Mindwheel 
Syncal c . . 
Synfile, . 
Synt rend* 



. . soon 
. 39. 95 
. 39. 95 
,49.95 
, 4 9. 95 
.39.95 



MIND SCAPE INC. 

Bank st music writer. , 
Halley Project..*.,... 
Crossword Magic. , , , , . , 

ROYAL SOFTWARE 

Trivia Quest 

Trivia Utility disk , . 
0. S . S 

Action. . , , . . . , , , ..75.00 
Action Toolkit . . 27. 95 

Basic XE , 75 . 00 

Basic XL 60 . 00 

Basic XL Toolkit., 27 > 95 
DOS XL inc Bug 6527.95 

Mac/65 75. 00 

Mac/65 Toolkit.... 27. 95 
Wr iter 1 s Tool , .... 69, 95 



ABC Basic Comp iler. . . .79.95 



Pv ^1 what's new? call us 

HOTLIIUEO21 




VISA 





irmingham BS4 SHA 



ITS OUR BIRTHDAY! 



X 



BUT YOU GET THE GIFT 



ATARI 

DB Master . . . . 99. 95 

Home Planetium, * . , . 49, 95 

ST Cobol . . , 49, 95 

Two Key Accoun t it>g . 79 , 95 
Asteriods. . . . . . . , . . .soon 

Battlezone. . . . * . . * . .soon 

Calc/C lock /Break out .soon 

Centipede * * .soon 

ST Business Tools.. .soon 
St a r Raiders. . . . . . . , goon 

TALENT 



£1 off your next purchase 

ST SOFTWARE 

METACOMCO INFOCOM 



Zkul & West. 
F lex i file. * • 



. 29 . 95 
. >. 69. 95 



Assmeb ler . . . * 49. 95 

C Assembler 89.95 

Lisp Development Kit ♦ 89. 95 

Pascal 89. 95 

FYDLER MICROPRORAMMING 

Adminisrator . 249. 95 

Appointmaster. . . , , . , ( 74. 95 

Datamaster . . . 59. 95 

Datastate 2 390.00 

Ma i lroat e , . , . ...... .39.95 

Mastergraph , . . + 29. 95 

Spellmate 59. 95 

Wordmate . . . . 59. 95 

SIERA ON-LINE 



Mind Forever Voyaging 
Cutthroats 
Deadl ine * , 



DRAGON GROUP 

4 x Forth, (level 1)99.95 
4 x Forth. ( level 2). soon 
Forth Accelerator. .74. 95 
SGFTLAW CORP. 

VIP Professional ... phone 
GST SYSTEMS 

C Compiler ..... 59, 95 
Macro As sewb 1 e r . . . 39 , 95 

HABBA/HIPPO 

C Compi ler 79.95 

Checkbook Minder ... soon 
MIRAGE 



G a t o ..... # .... 

King' s Quest II . . . 
Ultima II. ....... , 

FTL/OASIS SOFTWARE 

Sundog ..... , 

MINOSCAPE 

Deja Vu , . , , 

Halley Project 

Keyboard Cadet 



, soon 
• soon 
, soon 



E rich an t er 
Hitchhikers 
I n f i de 1 . . . 
Plane tf al 1 
Sea Stalker. 
Sorcerer. . 
S t arcross . 
Suspect . . . 
Suspended. 
Wishb ringer 
Witness, . 
Zork I . . . 
Zork II.. 
Zork III. 
M1CHTH0M 



Gu 



de 



44.95 
39 . 95 
49.95 
39.95 
39.95 
44.95 
39,95 
39, 95 
44,95 
49.95 
44. 95 
49.95 
39. 95 
3 9.95 
3 9. 95 
44. 95 
44. 95 



Flight Simulator 39.95 

Fl ipside. . , ... 34. 95 

39. 95 Goldrunner 29,95 

IBM-ASCII Transfer* ..39. 95 
M/Disk (Ram Disk ) .... 34 . 95 

MI /Term (Gomms ) ... 79* 95 

Mud Pies . . 29. 95 

Soft-spool. , . . . . . . * . .34,95 

ftUMA 



.soon 
. soon 
- soon 



EXKCON SOFTWARE 

Taurus Accounts ..... 250 t 00 
Taurus Inviocing. . . . 135 ,00 
Taurus Printers > . . . .500 . 00 



KComm. . - 49. 95 

K-Data . .49.95 

K-Seka. . . . .49.95 

K-Spread 49. 95 

K-Word . . . 49.95 



Express Letterwriter.49.9£ Mail-order specialists 

PLEASE CHECK AVAILABILITY BEFORE PLACING ORDER 

~" _. cut here -_— 

PLEASE RUSH ME YOUR LATEST PRICELIST 



NAME 



ADDRESS . 





voucher 

31-12-85 



by Paul Lay 



If you want to write a good space game you need a good 
background and what better than a scrolling starfield such 
as used in STAR RAIDERS or GALAXIAN? 

The programs presented here give you various starfields 
to which you can add your own game play. Listing 1 is a 
simple scrolling star field which uses one missile and a 
Display List Interrupt service routine to provide an excell- 
ent set of scrolling stars which are independent of the 
playfield The routine is shorter than it looks as lines 160 ■ 
290 are merely a demo to illustrate how printing to the 
screen does not affect the stars. Listing 2 is a better version 
that uses a much more complex Display List Interrupt to 
give a 3-D effect Lines 10 - 440 provide the basic routine 
with the remainder of the program giving a demonstration 
to show the independence of the stars from the playfield. A 
further demonstration of the use of this routine is given in 
Listing 3. This includes some machine code routines to 
allow you to steer through the stars by using a joystick in 
portL To run this one delete lines450-570 from Li sting 2 
and add the new lines. 

Finally for those of you interested in exploring the 
routines further I have included the assembler source code 
for the display list interrupt 



EI 1 HEM 



[ KM MM M HHB HM 



JI 2 REM * STAR SCROLLER 1 by Paul L«y * 

EA 3 REM * * 

IK 4 REM * RAGE 6 MAGAZINE - ENGL AW & * 

EN 5 REM MHMMlfltMMHItMMitMttHXMMWKWMWHMHXHMH 

D5 ±8 GRAPHIC 5 24 i GRAPHICS 7 

YW 20 FOB 1=1536 TO 1568 

PH 38 READ J ! POKE I , J: ME XT I 

5M 40 DL=PEEK C500J +256WPEEK £5613 

VZ SB FOR I=DL+6 TO OL+03 

OB 00 POKE 1 1 141 i REHT I 

JN 70 PH=250»CPEEK £1863 -245 

UC 00 FOR I=PM+00Z TO PM+951 STEP 2 

GP 98 POKE IjlSHEKT I 

VL 108 FOR 1=1569 TO 1669 

RH 110 POKE I j RHD C15**255 l NEXT I 

KK 120 POKE 54279 ,PM/256 

UR 130 POKE 512 j B J POKE 313,0 

00 148 POKE 559 , 62; POKf 53277,3 

IV 150 POKE 54286 , 192 l POKE 704,20 

JH 100 REM SILLY DEMO 

UC 165 ? OMR* t!25> j CHRS £291 ; ■' ■ 



IE 170 COLOR 1+RNDC1)*2 

JH 100 K-10+INTCRNDC1»*129J 

BY 198 Y=INTCRN0tl)*653 i SOUND 0,268,2,10 

MT 200 PLOT H , Y ! DRAWTO X, ¥ + 6 

5J 210 DRAHTO H-5,Y+1R 

SH 220 PLOT K + 3,Y 

QL 230 DRAHTO N+3,Y+10 

UK 248 PLOT X+6 , Y 

LX 250 DRAHTO X+6,Y+5 

YI £00 DRAHTO K+ll , V+10 : SOUND 0,0,0,0 

TK 278 IF RNDE83<a.l THEM PUT «t6 , ±25 : GOTO 
165 

yj £00 POKE 7B4,16*INT(flHDCl)*153 +14 

8V 298 GOTO 178 

JM 1000 DATA 72,130,72,174,11,212,109 

DZ 1018 DATA 3 3,6,141,16,212,141,4 

JO 1828 DATA 288,222,33,6,165,284,41 

AK 1030 DATA 1,240,3,222,33,6,230 

CC 1040 DATA 204 , 104 , 170 , 104 , 64 



REM MK M MMHMKWMUMMl i MM I CKMMM I CMMMM M WItHM 

REM * STAR SCROLLER 2 by Paul Lay * 

REM # * 

REM tt PAGE 6 MAGAZINE - ENGLAND * 

REM MKM H M H M H IIH l CKKHHMM H M H MMHIIMMll H M H M 



Afl SCROLLER 
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EI 1 

KF 2 

E A 3 

IX 4 

fcM 5 

BJ 10 GRAPHICS 8! POKE 702,1 

FM 20 5ETCOL0R 1 , 8 , 14 : 5ETC0L0R 2,13,8 

DR 38 POSITION 11,0 

TI 40 ? ■ ' Mf -IrMiMjlt] *tmm i ■ 

HT 50 POSITION 14,12 

IM 68 ? "By Paul Lay" 

5R 70 FOR 1=1536 TO 1704 

PM 00 READ J : POKE I, Jl NEXT I 

YF 90 GRAPHICS 24 i GRAPHICS 23 

JO 100 PH=PEEK (10&J -24 

NJ 110 POKE 54279, PM! PH-256**PN 

WF 120 FOR I=PM+790 TO PM+990 STEP 2 

ZC 130 POKE 1,11 NEXT I 

00 140 POKE 559 ,62: POKE 53277,3 

FV 150 DL=PEEK £5683 +256*PEEK £5613 

LA l&O POKE OL+3,203 

1L 170 FOR I=DL+0 TO DL+100 

KY 168 POKE 1,141: NEXT I 

BE 190 POKE 512,17! POKE 513,6 

ZU 288 I=y5R £15363 

RP 210 OAT A 184,169,8,141,284,8,173 

RD 220 DATA 11,212,200,251, 169,192,141 

IN 238 DATA 14, 212,96,72,130,72,152 

IN 240 DATA 72,174,284,8,230,204,0 

KG 258 DATA 109,0,4,160,141,18,212 

JC 268 DATA 141,4,200,9,8,141,10 

DD 270 DATA 28 6, 192, 126, 144 ,6, 192, 130 

MM V80 DATA 144,3,280,288,136,152,224 



JI 2)0 &RTA 8,146,1,157,255,1,224 

AH JftB DATA 47,2a&,i6 P 173,i«, 216,141 

CO JIB DATA 47,4* 169 r 96, 141, 0, Z 

JK 320 DATA 169,6,141,1,2,164,160 

RA 330 OAT A 164, 170, ±84,64, 72, ISO, 72 

IP 346 DATA 152,72,174,204,0,238,264 

AJ 358 DATA 0,169,6,4,100,141,16 

KI 300 OATA 212,141,4,288, 9, 8,141 

PH 376 DATA 18,268,192,128,144,6,192 

HQ 388 DATA 136,144,3,286,288,130,152 

SO 396 DATA 2 24,95,246,12,173,205,8 

CB 480 DATA 146,205,0,157,8,4,70 

AO 416 DATA 163,6,169,8,141,204,8 

EA 426 DATA 173,18,218, 141, 285,8,169 

Cl_ 438 DATA 17,141,8,2,169,6,141 

GZ 440 DATA 1,2,104,108,164,170,184,64 

HP 458 REM DEHON ST RATION tti 

RC 468 POR 1=1 TO 2860 : MEHT I 

7JK 470 SETCOLOP 8,1, 18 : 5ETC0LQR 1,1,8 

UJ 488 SCTCOLOR 2,1,6 

ED 490 X-INTC139KRNDC83 1 

CD 560 Y=iNTC75*flHDteJ+183 

WO 516 FOB I=K T6 K+15 

00 520 COLOR 1 : PLOT I , V+16 : DRAHTO I P Y 
MD 530 COLOR 2 rORAHTO 1*6 , V - 5 i NEXT I 
6¥ 548 COLOR J: TOR I=V TQ Y*16 
HK 558 PLOT K+16 , I : DRAHTO K+21,1-5 
OH 500 NEHT I l IF RHDtB)>6»l THEN 498 
Hr 578 f «6 j CHR$ C1263 ; : GOTO 498 



IN 458 REM DC HO MS THAT ION 82 

IK 455 REM FOR STAR SCROLLER 2 

OV 466 FOR 1^1765 T6 1752 

AO 478 READ J : POKE I , J : NEHT I 

HO 488 SETCOLOR O, B , 14 ; SET COLOR 1,7,18 

HP 490 COLOR 1 : PLOT 79, 48: DRAHTO 79,44 

IV 588 PLOT 79, 54: DRAHTO 79,58 

LH 510 PLOT 69, 47: DRAHTO 74,47 

HA 526 PLOT B9,47;DRAHT0 04,47 

OA 636 COLOR 2 s PLOT 07, 38; DRAHTO 91,38 

MS 548 DRAHTO 91, 56: DRAHTO 67,56 

TH 558 DRAHTO 67, 36 

AD 560 S=PEEK(632) 

HJ 570 IF 5-7 THEN 1 I^USR C 17853 
OT 580 IF S=ll THEN I^USR C1715> 
RC 598 IF S = 14 THEM I=USR C17253 
TB 608 IF 5 = 13 THEM T,=U3R C1746> 
PR 618 GOTO 568 

OY 628 DATA 162 , 95 , 222 , 8 , 4 , 202 , 16 

FU 036 DATA 250,184,96,162,95,254,8 

CG 640 DATA 4,282,16,258,184,96,162 

F5 650 OATA 1,189,0,4,157,255,3 

HH 666 DATA 23 2 , 224 , 96 , 288 , 245 , 184, 96 

JH 678 DATA 162,94,189,0,4,157,1 

01 686 DATA 4,282,206,247,184,96 
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' We came down here to spend some 
money* complained a couple of lads 
from far away Durham. True there 
was not much you could actually BUY 
for your ATARI at the PCW show but 
there was quite a lot to see and the 
promises of much more support for 
our machines in the future The 
ATARI stand hit you in the face as you 
turned right from the front door but 
many of the other goodies took a bit of 
finding. One thing became obvious 
from the start - playing the roving 
reporter AND trying to run your own 
stand was as hard as trying to com- 
plete MINER 2049 er with only a 
limited time allowed for play] 

Initially 1 suppose interest centred 
around ATARTs three large stands, 
one of which was set up for public 
relations purposes with tables and 
chairs for 'important* visitors and pri- 
vate rooms for interviews, whilst the 
other two housed dozens of small 
units occupied by software houses 
and others who had some product or 
other for ATARI mach ines. The set up 
certainly created the right impression 
judging by some of the press reports 
following the show with comments 
such as 'Atari managed to put at least 
50 STs on their stand 1 and 'Atari live 
up to their promise. What it was 
basically was a briltiont piece of pro- 
motion using the resources of about 
30 other companies to promote the 
ATARI line. Nobody has ever critic- 
ised Jack Trarniel for his marketing 
ability! 
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Lef s start with ATARI themselves. 
For most media men the focus of 
attention was not the hardware but 
Jack Tramiel himself who seemed to 
be constantly surrounded by TV cam- 
eras and press men. Most of what he 
said merely reinforced, for the scep- 
tics, what he had said before and there 
were certainly no major new announ- 
cements. 520 STs were around in 
force with just the odd colour monitor 
but the promised CD ROM unit did 
not turn up and the solitary 2 60 ST 
and HARD DISK DRIVE were locked 
away in a huge glass case on centre 
stage. What you could see was very 
impressive but the presentation led to 
suspicion and rumours. Let us hope 
that the 2 60 ST is close to production 
and that it will be available soon in the 
UK for the future of many of the 
software houses producing entertain- 
ment packages could depend heavily 
on existing ATARI owners having 
available a new generation machine 
they can afford. 

To many of those existing owners 
though the ATARI stand may have 
been a disappointment for the sup- 
port of the 130XE or XL machines 
was minimal with almost all the em- 
phasis on the 520ST. Among those 
companies showing software for the 
8- bit machines were English 
Software with thetr martial arts pro- 
gram CHOP SUEY and Bignose 
Software who now have the rights to 
produce THE PAY OFF for the Atari 
and other machines. Future releases 




reported by 
Les EUingham 

include another two adventures 
OPERA HOUSE and THE MASK 
plus a multitasking FORTH system for 
the 800/XL entitled pFORTH. A new- 
comer to the ATARI was Blue 
Ribbon Software who had two titles, 
DIAMOND MINE and SCREWBALL 
translated from the BBC and to be 
available at the remarkable price of 
just £2.50 each. Three further titles 
are planned and all five wilt be avail- 
able on one disk for just £9,95. 
MirroTSoft now have BOULDER- 
DASH from First Star and FIRST 
STEPS WITH THE MR MEN far 
young children at £9.95 and £8.95 
respectively. Miracle Technology 
had their MU LTI- VI E WTERM com- 
munications software and D ATARI 
interface hooked up and exploring 
Telecom Gold. There was more 8-bit 
software elsewhere in the show but 
not much more on the ATARI stand. 

So on to the star of the show - the 
520 ST which had a very impressive 
range of software - admittedly much 
of it only in the demo stage - ranging 
from low price entertainment pack- 
ages right up to the very top end 
business applications where you pay 
so much for the program that they give 
you the machine free! Included were 
many languages and development 
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packages which are likely to be among 
the first releases but overall the 
breadth of software that is being dev- 
eloped for this machine is quite 
amazing. 

Starting close to ATARI themselves 
we had companies such as Digital 
Research showing GEMDraw and 
various GEM packages many of which 
are supposed to be included with the 
machine itself but which had not been 
completed and BOS Software with 
the BOS Operating System and asso- 
ciated packages of interest only to 
serious business users. Up in this 
category were WASP Software with 
dedicated packages for the Printing, 
Accountancy, Insurance and Legal 
professions. Metacomco who devel- 
oped the BASIC for the ST had a 
Macro Assembler for just £49.95, 
PASCAL at £89.95 and an IBM 
CROSS DEVELOPMENT SYSTEM 
which would set you back a cool 
£1,0001 You wouldn't buy that of 



Computers who have made a name 
among QL users have a whole range 
of applications planned at a standard 
price of £49 95, Among these are K- 
SPREAD, a spreadsheet that uses the 
Mouse and Windows, K-SEKA, a very 
fast Editor/ Assembler, K-DATA 
which is a database allowing transfer 
to and from other K- series a p plica- 
tions, K- WORD a word processor and 
K-COMM a communications and 
Viewdata terminal program. To top all 
this off they have a book coming out - 
The Atari ST Explored 

Softechnics have a couple of pro- 
grams trans ported from the 
Macintosh. TIMELINK allows you to 
plan any time or date related activity 
and RHYTHM, 'part spreadsheet 
part calculator 1 . Back on the language/ 
development side, His oft promise a 
full range after Christmas - they say 
they will not rush things - which will 
include DevpacST a sophisticated 
editor / assembler /debugger. 




course but think of the promise that it 
holds for future software availability 
on the ST. GST Systems had an 
EDITOR/ ASSEMBLER and a CP/M 
EMULATOR allowing CP/M pro- 
grams such as Wordstar and dBase II 
to run on the ST. 

Languages and general business 
applications were the dominant type 
of software and among them we had 
Talent Computer Systems with a 
file management system called 
FLEXFILE allowing many different 
types of single file applications to be 
handled. TDI Software had TDI 
MODULA-2 /ST billed as the best 
language for modular programming 
as well as UCSD PASCAL an industry 
standard operating system. Kuma 



So far you might be forgiven in 
thinking that the ST is just a business 
machine, and without the 2 60 ST that 
is just what it might turn out to be, but a 
number of companies have commit- 
ted themselves to providing entertain- 
ment software for the ST. Graphics 
and sound on a new machine take a 
lot of explori ng and yo u ca n n ot expect 
the best for some time so most of the 
announced packages were of the style 
of text adventures or the tike with one 
notable exception, BRATACCAS 
from Psygnosis. I must admit that I 
didn't get a chance to see ft but others 
raved over it and some called it the 
game of the show! One to look out for 
when it is released, which will presume 
ably not be until colour monitors are 



readily available! One adventure that 
you could actually buy at the time of 
the show was LANDS OF HAVOC 
from Micro deal, a 2000 screen arc- 
ade adventure for just £19.95. 
Another adventure, or rather two 
adventures comes from Talent 
Computer Systems who bring you 
WEST and THE LOST KINGDOM 
OF ZKUL both of which have been 
successful on the QL These two come 
on one3W diskforthe inclusive price 
of £2495 

One of the first American com- 
panies to announce the translation of 
their existing software to the ST are 
the acknowledged masters of 
Adventure, I nfocom who are trans- 
lating their complete range. ZORK1 
and HITCHHIKERS GUIDE TO THE 
GALAXY were actually available for 
purchase at the show. Of the graphics 
based programs the most impressive 
was CHESS from Intelligent Chess 
Software with a true 3-D board on 
screen. And there was more which I 
didn't get a chance to see including an 
interpreter from BTM allowing BBC 
programs to be run, a promised 
'ELITE 1 type package from Firebird, 
and CASH TRADER from Quest 
International. In all, the software 
under development and likely to be 
available towards the end of this year 
and early next year is truly astonishing 
in its variety and holds great promise 
for establishing the ST as THE mach- 
ine of 1986. 

So far we have covered only the 
ATARI stand, but what of the rest of 
the show? 

As far as ATARI was concerned 
the rest of the show was dominated by 
two companies, Activision and Ariola- 
soft Four games were on active dis- 
play at the Activision stand. 
RESCUE ON FRACTALUS and 
BALLBLAZER and somewhat unex- 
pectedly as they are only just available 
in the States, KORONIS RIFT and 
THE EIDOLON which again feature 
fractal graphics and look to be a 
couple of stunners. Lack of time pre- 
vented a proper look but what 1 did see 
was very impressive and hopefully we 
can bring you a full review shortly. 
After a lengthy period in which they 
appeared to desert the ATARI Acti- 
vision are bringing out some really top 
class software over the coming 
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months. Some programs will be avail- 
able by the time you read this but 
those to look out far include HACKER 
one of the most innovative programs 
of recent times in which you explore a 
host computer you have accidentally 
accessed There are no instructions, 
no rules, no help. The screen just say 
'Log on pleas el For adventurers 
comes M1NDSHADOW a fully illust- 
rated graphic adventure with anima- 
tion. THE DESIGNER'S PENCIL is a 
creative program combining both art 
and music and GAMEMAKER allows 
you to create your own arcade style 
games with options for novice and 
advanced programmers. The 'ulti- 
mate* flight simulator is said to be 
SPACE SHUTTLE designed in con- 
sultation with NASA where you cont- 
rol none other than the Shuttle itself. 
Finally from Acti vision comes THE 
GREAT AMERICAN CROSS 
COUNTRY ROAD RACE a driving 
simulation in which you race through 
25 cities across the States, 

Ariolasoft are also supporting 
ATARI in a big way by bringing to the 
UK some of the best in entertainment 
and application software from the 
U S A Their stand was dominated by 
a huge projection TV screen showing 
music videos which was comman- 
deered midway through the show by 
Jeff Minter for use in demonstrating 
COLOURSPACE. Not many watched 
the videos but once Colour space was 
up and running crowds lined up along 
the balcony. Ariolasoft have already 
released many of the Electronic Arts 
programs at super prices and promise 
more to come PfNBALL CONS- 
TRUCTION SET, MUSIC 
CONSTRUCTION SET and SEVEN 
CITIES OF GOLD should be widely 
available by now and all have a superb 
reputation from past imports. In the 
l mid~price J range at£9.95 on disk only 
they have AXIS ASSASSIN a sort of 
Centipede and D-BUG in which you 
investigate the failed Operating 
System of a computer, Coming soon is 
ARCHONII: ADEPT which carries the 
ARCHON game to new heights and a 
new strategy game called THINK! 
played on a 6 x 6 grid. Ariolasoft are 
not just into games though for they 
have signed an agreement with Bat- 
teries Included to bring out their range 
of Personal Productivity programs. All 
of these have received superb reviews 
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in the US, and we can now look 
forward to wide availability here, NEW 
PAPERCLIP is a professional word 
processor to retail at £59,95 and 
HOMEPAK combines a word pro- 
cessor, database and telecommuni- 
cations package in one program for 
just £39.95. B/ GRAPH is the best 
graph program available for the 
ATARI and is worth £49,95 for any- 
body who has any business applica- 
tions they want to run on an 8- bit 
machine. Other releases to look out 
for are GOLF CONSTRUCTION SET 
and PAINTBOX both on disk or 
cassette. 

Several companies have tried to 
bring U.S. software over here in the 
past with varying degrees of success 
but both Ariolasoft and Activision 
have the resources to make it succeed. 
First class presentation and promo- 
tion should ensure that the best from 
the U.S continues to come our way. 

U.S. GOLD of course are well 
known for their licensing of games 
from America but from their stand you 
could be forgiven for thinking that 
they had now gone into the video 
business, RAM BO and ZORRO blared 
out from a combined OCEAN and 
U.S GOLD stand and an impressive 
array of software was promised inc- 
luding many strategy titles from SSI as 
well as NEW YORK CITY, BLUE 
MAX 2001, SUPER ZAXXON from 
Synapse, GOONIES and ZORRO 
from Datasoft and many, many more. 
Look out for the usual US. GOLD 
colour spreads in the coming 
months. 

And among the rest we had Anixog 
who have TRIVIA - a version of the 
popular Trivial Pursuit at £7.95 with 
FIVE- A- SIDE and JUMP JET to 
come. Llamasoft showed a proto- 
type version of COLOURSPACE run- 
ning on one of the few ST s hooked up 
to a colour monitor (a Microvitec) and 
had a great psyche delically painted 
130XH Nova gen Software had 
their own stand for MERCENARY, the 
successor to ENCOUNTER although 
they were late setting up their stand so 
I didnt get a chance to see it although 
visitors to the PAGE 6 stand raved 
about it Audiogenic Software had 
XL and XE versions of the MICRO 
SWIFT SPREADSHEET and Alligata 
Software had SHOOT EM UP (I 



wonder if this is the old C. S. Software 
game?). Beyond Software at last 
promise an Atari version of one of 
First Star's titles, SUPERMAN and 
Precision Software has SUPER- 
SCRIPT. System 3 Software were 
apparently banned for promoting 
TWISTER with scantily clad 1 harlots 1 
but still promise versions of TWISTER, 
INTERNATIONAL KARATE and 
THE N1TRO GYCLER1C N1NJA for 
the ATARL 

Tynesoft Computer Software, 
who I missed apparently had a range 
of software prepared for the 2 60 ST 
and there were books on the ST and 
XL/XE, a printer interface cable from 
Connexions at £39.95 and probably 
a lot more that I failed to see. 

So was it all worth it? Wei!, the PCW 
Show of 1985 was certainly the best 
showing for ATARI in the last 5 years 
and ho ids great promise for the future 
success of ATARI. Whether that suc- 
cess will be heavily slanted towards 
the ST I don't know but the media, the 
software houses and the press were 
certainly excited more by ATARI than 
by any other manufacturer. The 
130XE (and other 8-bit machines) 
look to have some good support from 
software companies new to ATARI, 
let's just hope that they advertise their 
wares (in PAGE6?) and sell in sufficient 
quantities to continue that support If 
you are happy with you existing mach- 
ine it is worth sticking with it but keep 
an eye on the ST for it is the machine 
of the future. Maybe not for a year or 
two though so you have time. 

Meanwhile those of us who have 
made the commitment to an ST can 
look forward to the voyage of dis- 
covery all over again only this time the 
fie id is wider, the rewards potentially 
greater and the time spent programm- 
ing a lot longer. Already 1 know of over 
20 books planned for the ST between 
now and February and there will be 
plenty more. There will be hundreds 
of items of software and much of it will 
come from the UK. 

Jim Capparell of ANTIC was imp- 
ressed by the amount of software 
being developed. Leonard Tramiel 
was astonished at the amount of soft- 
ware British companies had developed 
in such a short time. L Much more than 
in the U.S' Who knows what we may 
see at the ATARI USER SHOW next 
May! 
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EH B REM * 
JC 1 REM » FIREWORKS 



«)tMH H 

hy Matthew Jones » 

fr£ 2 REM * .— * 

Oft 3 REM * THIS MA 5 ONE OF HV EARLY * 
*PR0GRflH5 AMD IS IMEFFIGIENT L¥* 
IZ 4 REM *C0DE1> BUT IT LOOKS VERY GOOD.* 

* MHEN RUN SCREEN MILL BLANK. * 
GG 5 REM * TURN OFF LIGHTS IN THE ROOM * 

* IF ANYONE IMPROVES IT, LET * 
PG 6 REM * ME HAVE A COPV! * 
EO 7 REM HM H MMMMMMUHHWMMMMKMMMMMHWM WMMttfc 
PJ 20 N=2 : C=0; GRAPHICS ie : F=8 : FOR 1=0 TO 

©:POKE 7©4+I, 0:NEKT I 
YU 30 COLOR 1 
EL 40 POKE 7 04,0 
MT SO riRE=20*G 

GH 280 DATA 1.9,1,2,1,8,-1,3,2.1,1.4,2,8, 
-JL.4,1, .5, 1,1,- . 7,1 . Z, .9, .9,-1,1,7, .8, 
2,-.? 

AD 210 DATA 2.2,6.1, 2,3, -.3 

GV 240 P=F+1:IP F=13 THEN GOTO FIRE 

OK 250 RESTORE 200 ! FOR 1=1 TO F : READ H,Mi 

NEMT I: RESTORE lOOOiTRAP OOO 
OH 3S0 READ H , Y i H-IHT CH*M3 : Y=INT <Y*2**H5 
AH 310 PLOT 40+H, 190-Y:C=C+l: IF C>10 THEN 

C=0 i N=N+1 ! IF N>9 THEN N=l 
J¥ 330 COLOR N 
OH 340 J=J*1 
MM 350 GOTO 300 

iJ 000 TRAP 4 0600 ; IF PEEK (195) <>6 THEN ? 

"ERROR " j PEEK C1955 ; "LINE 11 j PEEK £1375 *25 

6+PEEK C1863 : END 
HZ 005 Hsliasfl 
NR 010 GOTO 240 

HD> 1000 DATA 1,1,1,2,1,3,1,4,1,5,1.6.1,7, 
1, B,l, 9, 1,10,1,11,2,11, 1,12, 2,12,2, 13 

SN 1010 DATA 2,14,2,15,2,16,2,17,2,16,2,1 
9, 3,20,3, 19, 2,20,3, 21,3,20, 3,21, 4,22 

OR 1020 DATA 4,23,4,24,4,26,5,22,5,23,5,2 
4, 5,25,5, 26, 6,27,6, 20,5,27,6,20,6,29,6 
, 30, 7,20,7,29,7, 30, 7,31,7,32,0, 31 

LA 1030 DATA 0,32,6,33,0,34,9,33,9,34,9,3 
5,10, 35, 10, S6, 11,36,11 , 37, 12, 37,12, 36, 
13, 30, 13, 39, 14 

FP 1035 DATA 3 9,15,35,3,22,3,23,10,3 

AH 1040 DATA 19,39,20,39,15,40,16,40,17,4 
0, 10, 40, 19, 30,20,30,20, 37,21,30,21, 37, 
22, 36, 21, 36, 22, 35,2 3,35, 23, 34,23,33 

FF 1050 DATA 24,33,24,32,24,31,25,30,25,2 
9, 25, 20, 26, 2 6,26,25, 27, 23 

GP 2000 FOR Z=l TO O 

DZ 2005 FOR 1=6 TO 0 STEP -liPOKE 706+1, P 

EEK (705+1) : HEHT I 
MM 2010 FOR 1=1 TO 15 ! NEXT I 
DT 2020 A=A-2+16*CA=0) 
KM 2O30 POKE 705, C5*16+A) 
MY 2035 HEHT Z 
UH 2037 0=0+1-16* £0=153 
HT 204O POKE 77,0! GOTO 2000 






THE GRAPHICS 
ART DEPARTMENT 



The GAD is the most powerful, most versatile 
graphics design program available for the Atari Hume 
Computers. Its sim plicity of use rmikcs il a joy for 
people of all ages to paint with. It has more than 30 
different commands. 

An incredible 128 different colours can be used in 
any one pin tore. A three stage Zoom feature allows 
□n the ability to do very detailed and intricate work 

Other features include the use of text in your 
pictures in several different sizes. Velocity draw 
oiode, Eclipse draw. Circle draw, Triangle draw, 
Kaleidoscope draw. Square draw and Ray line 
draw are but a few of the drawing features available. 

Invert, Rotate / Mirror / Flip and a Move feature 
make for easy design. The move feature allows one to 
move any part of the picture to the location of their 
choice. You can use the 40 paint brushes available or 
create your own and save them to disk. Edit character 
allows pattern paint, fill mode a no 1 Rainbow special 
effects make the GAD the best graphics program 
available for your Atari, [f you own a printer you can 
obtain a printout of your creations. The GAD works 
with all printer models. You can use pictures created 
with the GAD in your own programs software etc. 

There have been several graphics packages, hut 
none that satisfied all your needs. Now, at last, the G AD 
has arrived. Don't believe us f see for yourself. You' II be 
amazed, 

Disk £29.95 - available NOW. 

COMING SOON 

ARCADE CONSTRUCTION SET 

AT A STORE NEAR YOU 
AVAILABLE NOVEMBER 1985 

LOOK OUT FOB OUR ADVENTURE SERIES 
AND STATE OF THE ART ARCADE GAMES 

DATABYTE products are available from: 

SILICA SHOP 01 309 1111 
SOn WAKE EXPRESS 021 384 5080 
A.S VVOOTTON & SONS 0270 214118 
SILICON CHIP LTD 0753 70639 
PEATS ELECTRONICS IRELAND 01 749972,3/4 

MICROBYTE 051 630 6933 , 
UATASCAPE 01 723 0502 , OR DEM, SUNARO and 
other good computer shops. 

If you have any problem obtaining any of these 
products then you can order direct. All cheques P.O.'s 
should be made payable to DATABYTE. 

Post to: 

DATABYTE, Suite 31 A, Grove Terrace, Highgate 
Road, London, NWS 1PL Telephone 01 482 
1755 
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Grand Prix II is a one or two player game requiring 
joysticks to race your carts) against the fourteen cars 
controlled by the computet. You have a plan view of the 
track with safe cornering speeds shown on the Inside of 
each bend. You Will have to exceed these speeds to win 
but if you take a bend at a speed in excess of 30 m.p.h. 
above the safe speed your speed will reduce to the safe 
bend speed simulating a skid, and your tyres' life will be 
reduced. Fuel and tyres are reduced as the game pro- 
gresses. If the tyres reach 10 you have to keep to safe 
cornering speeds- Reduce your tyre strength to 0 and you 
will be wiped off screen and take no further part in the 
race. The same applies if your fuel reaches 0. 

Player one' s speed, tyres, fuel and current lap will be 
shown on the bottom left of screen, with the same 
information for player two on the bottom right. Above 
players two's position and lap readout, 'POS— ' will show 
the position of each car as It passes the finishing line 
during the race so you can see exactly which cars are the 
leaders. If a down facing arrow is shown the last car to 
pass the line was a back marker (lower than 9th place). 
You can access pits on any lap (but not along starting 
straight} and race from 5 laps and up to 80. 

The cars are capable of around 230 m.p.h with slip 
streaming but this depends on each cars engine perfor- 
mance. At the start of each race each car receives it's top 
speed capability and if s accelerating capability, which 
will not change during that race, then it will receive if s 
position on the grid The minimum top speed allowed for 
each car is 160 m.p.h. You accelerate by pressing fire 
button, decelerate by releasing button and brake by 
pulling joystick back. 

Player one's car is yellow, player two's black. Pressing 
the *>C key at any time during race will pause the action 
and erase the yellow (player one) car. Press any number 
key to continue the race and then computer car No. 14 ' s 
condition is shown in place of player one's. Note that 
player two (black car) will be erased automatically by the 
computer if the fire button on joystick 2 is not pressed at 
start of race, after this it cannot be taken out of race: 
unless forced by lack of tyres or fueL You can, if you wish, 
take no part in the race and just sit back and watch the 
computer cars compete. When you erase either player or 
both th« computer will use that player's colour for some 
of its cars. 

At the end of the race the FINISHING RESULTS screen 
will appear and will list the driver's finishing positions. 

COMPUTER CARS 

Yellow computer cars are driven by the most experi- 
enced and have the better chance of the faster cars. The 
driver's experience and car performance then reduce 
through blue then red to the most inexperienced and 
least likely to receive a hot car, represent by black, 
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REQUIRES 48 K 



by Chris Darkes 



SPECIAL KEYS 

X Exit yellow car ** 

S Pits for player one 

P Pits for player two 

SPACE Pause** 

ESC Terminate race 

" Note. Press number keys to resume after these key 
strokes. 

SPECIAL SCREENS 

From original screen (FINISHING RESULTS) you can 
access a DATA CHANGE SCREEN by pressing *D\ or you 
can access the NAME CHANGE SCREEN by pressing 

DATA CHANGE SCREEN 

With player one's joystick select race length ( default is 
20 laps) then press fire to input new selection, and 
continue through this screen changing whatever default 
settings you wish, they will stay at your new set values till 
you access this screen again when they will revert to 
default On this screen you can change laps, visual speed 
(cars will appear to go faster to if s actual speed, effect- 
ively making the track seem longer or shorter to the cars), 
computer car's handicap (higher the setting the less 
competitive they will be), and player one and player two 
handicaps ( works the same way as computer handicap to 
allow different skilled player's to compete on a equal 
chance of success), 

NAME CHANGE SCREEN 

Press *E T to cycle through driver's numbers and names 
Player one is car IS and player two is car 16. When you 
have the desired name, change letters with player one's 
joystick and by pressing *E T the changed name will be 
entered into memory. Press *ESC to exit screen, 

[f you would tike to have a permanent copy of Grand 
Prix II with the changed names just load game in the usual 
way and press *N* for the screen, alter names then press 
'SYSTEM RESET and save to tape using the cassette save 
routine (Listing 7) or to disk by saving locations $5 COO to 
$9 COO. Run address is at location $7000, Note. You must 
not race and then save the game. 
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GRAND PftIK II W 
by Chris Darkes * 

* 

four parts - Listing 1 * 

— — - - * 
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WC 2 REM W 
FM 3 REM * 
TB 4 REM ft 
EN 5 REM * 
ED 6 REM * 
JA 7 REM * 
EP 8 REM *h 
NO 9 REM 

BR 10 REM SAUE"D : GRAMPRIX . 1 
OA 11 REM 

UY SB ? CHR$(125> :? "Cassette C8J of- DiskC 
11 M ;ilNPUT TVPE i POKE 17*2,TVPEi? CHRS 
C1251 

BK 180 TRAP it©: SCREEN=559 iPOKE SCREEN, ft; 

HEM=23S5l : LIN=B I RESTORE 1090 
UK HO FOR 1-1 TO 25: READ ft 

VF 11S DATLINE=PEEK C183) +25fr»PEEK (1041 : LI 

NifrflTLIME 1B86 
LL 120 POKE MEM+ CLIH*2S) NEKT I 
LK 130 GOTO 110 

BM 130 POKE 089,34} IF PEEK C195) <>6 THEN 7 

"IIQERROR - CHECK TYPING 11 i END 
FB 2BB IF PEEK (17923 THEN RUN " D : L.R AN PR TH 

2" 

HK 218 CLOAD 
PR 933 END 

hu lBoo data e J e J e t B,e l D r 0,e l e l z4,24 l 24 l 2 

4,9,24,0, 0,102 , 102 , 182*8, 0,8, 0, 0 
FZ 1001 DATA 102,255, 102 f 102,255,102,0, 2 4 

,62^6,68, 0,124,24,0,0, 102,100, 24,40,1 

02, 70,O r 2O,54 
MR 1002 DATA 28,56, 111,102,53, 8,6,2 4,24,2 

4,0,8,0,6,0, 14,28, 24,24, 20,14,0, 0,112, 

56 

MO 10&3 DATA 24,24,56,112,0,0,162,00,255, 
58,182,0,6,0,24,24, 126, 24 , 2 4 , O , O , 8 , O , IJ 
, 0 

BH 1004 DATA 0,24,24,40,8,8,0,126,6,0,0,0 
,0,0,0,0, 0,24 , 24,0,0, 5,12,24, 48 

KK 1665 DATA 30,64,0,0,00,162,118,118,102 
,00,0,0,24,56,24,24, 24, 126,0,0, 68, 102, 
12, 24, 40 

ZM 1006 DATA 126,0,0,126,12,24,12,102,60, 
6, 0,12, 20,60,100, 126,12,0, 0,126, 36,124 
, 6,102,60 

HP 1007 DATA 0,0,60, 36,124, 102,102, 60,0,0 
,126,6, 12,24,40, 48, 8,6,60, 182,60, 102,1 
0 2 , 60, O 

OS 1000 DATA 6,68,102,62,6,12,56,0,0,0,24 

,24, 6,2 4,24, 8,8,0, 24,24,0, 24,24,4 0,6 
CK 10O3 DATA 12,24,48,24,12,6,0,0,0,126,6 

j 0, 126,0, 6,36, 48,24, 12,24,40, 36,0, O, BO 
My 1010 DATA 102,12,24,8,24,0,0,60,102,11 

8, 110, 36, 62,6,0, 24,60, 182 , 102 , 126 , 102 , 

0,6, 124,102 
LF 1811 DATA 124,102,182,124,8,0,68,162,3 

6, 36,182,60, 8,6, 128,10 8, 182,102, 188, 12 

8, 8,0, 126,36, 124 



DISK USERS 

1 . Type each listmg, check it with TYPO and save to disk using the 
filename shown on line 10 of each listing. 

2 Switch off and re- boot your machine. 

3 Type RUN "QGRANPRIXT'" 

4. When you see the 'finished' message type DOS and choose 
option K - BINARY SAVE 

5 DOS 2.0 or 2.5 users type GROBJ,5a}0,9O)0/7000 and 
press RETURN. 

6 DOS 3.0 users use filename: GP.OBJ, Start address: 5 COO, 
End address: 7 000, Run address: 7000. 

7. Type in the loader program (listing 5) and SAVE to the same 
disk using filename Lt D: GRAN PR IX. BAS" 

8. To run program type RUN " [HiKANFRlX. BAS". 



NU 1012 DATA 96, 96. 126,8, 8, 126, 96,124,96, 



HP 



i 120, 108 

F0 1014 DATft 102,8,0,96,96,96,96,96,126,0 
,6,99,119,127,107, 99, 99 , 0 , 0, 102 , 118, 12 
6,126,110,102 

ML 1815 DATA 0,8,68,162,182,102,182,68,8, 
8,124,102,102,124, 96, 96 , 0, 0, 60 , 102, 102 



■ * * — ■ "i'-, 

96, 36, 0, 0,62, 90,96,110, 182,62,0,0,182, K^WW 
102,126,102 fCwVff 
1013 DATA 102, 102,0,0,126,24, 24,24,24, P^UU 
126, 0,8,6,6,6,6, 102,68,0, 8,102, 108,120 / 

,182,103,54,0 A 3 
ST 1016 I>flTfl 8 f i?4, 102, 102,124,108, 182,8, SSSS 

B , 66 , 9 6,60,6, 6,60,0, 0,126, 2 4, 24,24, 24, P^WV 

24,8,0 / 
CB 1017 DATA 102,102,102,102,102,126,0,0, / 

102,102,102, 102,60, 24, 8,8,99, 99,107,12 

7,119, 99,0,0, 182 
FP 1018 DATA 162,68,60,102,182,0,0,102,10 

2,60, 24,24, 24, 0,0,126,12,24,48, 96, 126, 

0, 0,30, 24 

5C 1019 DATA 24,24,24,20,0,8,64,36,48,24, 1^ 

12, 6,0, 0,120, 24,24,24 , 24,120, 0,0,0, 28, SSSS 

1828 DATA 99,0,0,8,0,8,0,0,0,0,255,0,8 / 
,54,127,127,62,28,8,0,24,24, 24,31, 31 / 




5B 1821 DATA 24,24,24,3,3,3,3^3,3,3,3,24, 
24, 24,248,240, 8 , 8 , 0 , 24 , 24 , 24 , 248 , 24 8 , 
4 

HF 1022 DATA 24,24,0,0,0,248,248,24,24,2 
,3, 7, 14, 28, 56, 112,224, 192,192, 224,112 
56,28,14, 7 

PA 1023 DATA 3,1,3,7,15,31,63,127,255,0,8 
,8,0,15,15,15,15, 128,192,224,24 8,240,2 
52, 254,255 

ftL 1024 DATA 15,15,15,15,0,8,8,0,248,240, 
240, 2 40, 0, 0, 0,0, 255, 255, 0, 0,0,0,0,0,8 

JL 1025 DATA 0,0,8,8,0,255,255,0,0,8,8,24 
0, 240, 248,240, 8, 28 , 23, 119 , 119, 8 , 28, 8, 0 
,B 

KF 1826 DATA 8,31,31,24,24,24,8,0,0, 255,2 
55, 0,0, 8,24,24 , 24,255,255,24, 24,24,8,0 
,60 

UN 1627 DATA 126,126,126,68,0,8,0,0,0,255 



fa 



QA 



,25 5,255,255,192,192, 192,192, 192,192,1 / 
92,192,0,0,0,255 t 
1823 DATA 255,24,24,24,24,24,24,255,25 / 
5,0,0,0, 240 , 240,240 ,240,240,246 , 246 , 24 



* 1 1 " J ^- -«■«=» j *. ■* V t J-^TJ r i. ^ O ., V , £. «* D f £, <f 1TJ j £_ f p 

6,24,24,24,31,31 fSfyOf 
VC 1029 DATA 6,0,8,120, 96,120, 96,126, 24, 3 fff&LM 
0, 0,0, 24,68, 126,24,24,24,0, 0,24,24,24, f wULJ 
126,60 / 
NP 1030 DATA 24,0,0,24,48,126,48,24,8,8,0 
,24,12, 126,12, 24,6, 8, 8,24,60,126, 126,6 
0,24 0 



CASSETTE USERS 

1. Type tn each listing, check it with TYPO and CS AVE to cassette 
with each listing following the last 

2. Switch off and re-boot your machine. 

3. Rewind tape, CLOAD and RUN the first program. 

4 . As b uzzer soun ds, CLOAD and H U N remaining progra m s u ntil 
the 'finished 1 prompt appears. 

5. Without switching off the machine, type in the cassette loader 
program {Listing 6) and CSAVE it to a new tape. Leave tape in 
position. 

6. Type in the cassette save program (Listing 7) and RUN it When 
signalled with 2 buzzes press RECORD and PLAY and hit 
RETURN. 

7. Rewind tape CLOAD first program and RUN it, Leave PLAY 
button pressed and hit RETURN when you hear the buzz. 

If you have problems run ning the game from cassette try POKE 
74z\91 after power up and before the first load or try typing &40 
after the game has loaded. 

j. 

PAGE 6 - issue 18 33 








&8 



HS 1031 DATA B J e ( e,6fl J & ( 62,iBZ ( 6Z f a,«,n ( 
96,124, 102, 102 , 124,0,0,0,66,96,96 ,96,6 

\ KA 1032 DATA 8,6,6,62,182,102,02,0,0,8,60 
\ , 102,126,96, 14, 24, 62, 24,24,24,0 

tJJ*\ 6,124,102, 102,102,0,0,24,0,56,24,24,60 

\ ,0,0,6 

\ PR 1034 DATA 0,6,6, 6, 6, GO, 0,96, 36, 100, 120 
,106, 102,0,0,56,24,24,24,24,66,0,0,8,1 

10 1036 DATA 127,127,107,99,0,8,8,124,182 
V -*^* \ ,162,102,102,8,0,0,60,102,102,102,60,8 

\ 00,124,102 
* ^ CO 1836DATA 102,124,36,96,0,6,62,102,102 
4 62,6,6,0,0, 124,102,96,36,96,8,0,0,62, 
JjfSK 96 , 60 

T3C» \ ZZ 1*37 DATA 6,124,0,8,24,126,24,24,24,14 
,O,O,O,l#2,lOZ,102,lO2,62,O,O,e,lO2,lO 

2, 102,60 

m - €~jL EC 1036 DATA 2 4,8,0,0,99,107,127,62,54,8, 

0, ft, 182,60, 24, 60, 102, 0,0,0, 102, ifl2,102 

Tfl*\ ,62,12 

\ JB 1039 DATA 120,0,0,126,12,24,40,126,0,6 

\ ,24, 68, 126,126,24,60,0,24, 2 4,24,24,24, 

-J 24,24,24 

WjT jN JR 1040 DATA 0,126,120,124.110,182,5,0,8, 

SMJScV 24,66, 128,56, 24 , 8 , ft , 16 , 24 , 20 , 30 , 20 , 24 , 

\ 16,0,112 

\ VC 1041 DATA 112,70,64,96,2,2,2,2,2,2,2,2 

\ ,2,2,2,2,2,2,2,2,2,2,2,2,6 

— ■ <cjL HT 1042 DATA 6,6,6,65,8,96,0,0,0,8,0,0,0, 

▼351!* 9,0,0,0,0,0,0,8,8,0,8,8 

VifT'ri DC 104 3 DATA 8,0,0,0,0,0,0,0,0,0,0,0,0,38 

\ ,41,46,41,51,40,41,46,39,0,48,47 

\ KM 1844 DATA 51,41,52,41,47,46,31,8,8,0,8 

* ,0,0,0,0,0,0,9,0,0,0,8,0,0,0 

"fCJ^^ T5 ±047 DATA 0,0,0,0,8,0,8,0,0,0,8,0.0,0, 

hW\ 8,17, 115, 116,8,0,6,0,6,6,0 

\ IL 1B49 DATA 6,0,0,0,8,10,118,100,0,0,0,8 

\ ,0,0,0,0,0,0,0,0,0,0,0,0,0 

, * RE 1058 DATA 8,0,0,8,8,0,8,8,6,0,0,0,8,0, 

mmfjk 0,0,0,0,0,6,19,114,100,8,0 

jftcA UT 1052 DATA 0,0,0,8,0,6,8,0,0,0,20,116,1 

Tfi^X 84,0,0,0,0,0,8,0,8,0,0,6,0 

\ DH 1854 DATA 21,116,104,0,8,0,0,0,8,0,8,0 

\ ,0,0,0, 0,8,0,0,0, e,e,e, e,e 

JO 1055 DATA 8,0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,22,116,104,0,0,0, 8,0,8,0 
PL 1057 DATA 0,0,8,0,0,23,116,104,0,0,0,0 

,0,0,0,0,0,0,0,0,0,8,8,8,0 
KK 1058 DATA 0,8,0,0,8,0,0,8,8,0,0,0,0,0, 
0,0,0,8,0,8,24,116,104,0,0 
*JENK 05 I860 DATA 8,0,0,0,0,0,8,8,0,0,25,116,1 

SGf^ft 94,0,8,8.8,8,8,8,8,8,8,0,0 

\ j M 186 j. i>flTA 0,0,0,0,0,0,0,0,8,0,0,0,8,0, 
\ 0,0,9,8,0,0,0,8,0,0,17 
V EZ 1062 DATA 16 , 116 , 104 , O , O , O , O , O , 8 r O , 8 , O 
mrw *£. ,0, 0,0, 0,0, 0,0, 0,8, 0,8, 0,0 

(IX 1063 DATA 0,0,0,0,8,0,0,0,0,8,0,0,9,0, 
vfv*\ 17,17,116,184,8,0,8,6,8,8,8 

\ MO 106S DATA 0,0,0,6,17,18,116,184,0,0,0, 
\ 8,0,0,8,0,0,0,0,0,0,0,0,8,0 
, _*~jL LF 1065 DATA 0,0,0,0,6,0,0,0,0,0,0,8,0,0, 

SKf* O, 8, 0,0,0,17, 19, 116, 184,0,8 

^^KhPV UG 1068 DATA O , 8 . 8 , 8 , 8 , 8 , 8 , 0 , 8 , 1 / , 2 O , 1 16 , 

\ 104,0,0,0,0,0,0,0,0,0,0,0,0 
\ K9 1069 DATA 0,0,0,8,0,0,0,0,8,0,0,0,0,0, 
- ^ 8,8,0,0,0,0,0,0,0,0,17 
IjCi CK 1070 DATA 21,116,104,8,0,0,0,8,0,0,0,8 

«fjMA ,9,0,0,9,9,0,9,9,8,0,9,0,8 
\f4 \ KB 1071 DATA 6,0,0,0,8,0,0,8,0,8,0,0,8,9, 
\ 17,22,116,164,8,0,8,0,8,0,0 
■ \ DG 1076 DATA 0,8,0,0,0,8,0,0,112,114,101, 
nfjK 115,115,0,115,116,97,114,116,0,116,111 
*W* ,9,114,97 
Vli^X JH 1077 DATA 99,181,0,8,8,0,0,0,0,0,0,8,0 

\ ,0,8,o,8,8,e,o,o,e P 8,o,o 



YK 1078 DATA 0,0,0,183,178,169,160,186,16 
5,174,0,162,105,0,0,8,8,0,0,0, 8,8,227, 
232, 242 

MV 1079 DATA 233, 243,0, 220, 2 25, 242,235,22 

9,243,0,8,0,0, 8,0,0, 0,0,0, 8,8,8,0,0, 8 
HZ 1133 DATA 8 , O , 8 r 1 12 , 112 , 112 , 68 , 40 , 135 , 

4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4 
KF 1134 DATA 4,4,4,4,4,4,4,15,2,2,65,6,13 

S,O,0, 0,0,0,0,6,132,87,^9, 87,07 
TA 1135 DATA 23S , 07 , 67 , 2 35 , 07 , 87, 235,07, 8 

7,107,87,67,107,87,07,107,07, 67, 107,69 

,87,87,87,87,07 
LJ 1136 DATA 07,87,87,87,07,66,91,0,0,132 

,05,66,87,87,235,07,67,235,87,67,235, 8 

7,07,107, 87 
MU 1137 DATA 87,107,87,07,107,87,07,187,6 

7,89, 87, 67, 87, 87, 07, 87 r 87,87,8&,8&, 05, 

86,91,0, 87 

AL 1138 DATA 07,146,0,0,0,0,0,0,8,0,8,0,0 

«0, 0,5, 04, 1,0, 0,6, 0,8, 0,0 
QH 1139 DATA 0,0,0,0,8,0,0,113,115,122,3, 

67,86,0,07,86,113,114,122,0,0,0,0,0,4 
PH 1148 DATA 64,84,84,84,04,84,1,0,8,8,0, 

4,66,87,87,87, 87,07,87,87,87, 86,91,8,6 
¥G 1141 DATA 6,87,87,0,67,87,0,0,0,0,0,0, 

0,4, 03, 84, 1,0, 0,0, 0,0, 0,0,0 
ED 1142 DATA 4,86,85,87,87,07,87,07,87,87 

,67, 07,06,91,6,0,67, 87,0,87,07,0,0,8,0 
PQ 1143 DATA 0,0,4,63,84,1,0,0,0,6,0,0,0, 

O, 4, 07,67, 1, 0, 0,0, 0 , 0, 0, 0 
PA 1144 DATA 8,3,05,86,91,0,87,87,0,87,87 

,6,0,0,8,0, 4,03,84, 1,0,0,8,8,0 
OE 1145 DATA 8,8,6,4,07,07,1,113,116,122, 

0,0,0,0, 113,117,122,3,07,86,0, 87,87,0, 

87 

ZZ 1146 DATA 87,6,6,8,0,4,03,84,1,0,0,0,8 

,0,0, 8, 8, 4, 87, 87, I, 8, 0,0,0 
JF 1147 DATA 0,0,0,0,0,0,0,8,87,07,0,87,8 

7,0,07,87,6,0,0,4,03,04,1,0,0 
GR 1148 DATA 0,8,0,8,0,0,4,07,87,1,0,0,0, 

O, 4, 0 6,86,86, 0 6,91,0, 0,8,87, 8 7 
BO 1149 DATA 0,87,87,0,87,87,0,0,4,83,04, 

1,0,0,0,0,6,0,0,0, 4,07,67,1,0 
ZJ 1150 DATA 0,8,0,4,87,87,85,87,86,86,8, 

O, O, 87,87,0,87,07,0,87,87,0, 4,83,84 
HP 1151 DATA 1,0,0,0,0,0,0,0,0,4,67,07,1, 

8, 0,0, 0,4, 87, 36, i,0, 9, 67, 06 
UC 1152 DATA 8,0,0,87,07,0,87,87,0,07,87, 

4, 83, 04, 1,0, 0,0, 0,O, O,0, 6,4, 87 
HO 1153 DATA 07,1,0,0,0,0,4,87,87,1,118,1 

22, 4,0 7,86,0,0,0,07, 87,0,87, 87,0,87 
H5 1154 DATA 07,86,84,1,0,8,0,0,8,8,0,0,4 

,87,87, 1,0,0,0, 0,4,87, 87, 1,0 
AR 1155 DATA 0,4,87,87,1,0,0,0,87,07,0,07 

,07,0,06,67,64,1,0,0,0,0, 113,110,12 2 
88 1156 DATA 0,4,07,67,1,0,0,8,0,4,67,87, 

1,0,0,4,87,87, 1,0,0, 8,0,87,87 
LB 1157 DATA 8,87,87,0,06,85,7,118,122,0, 

0,0, 0,0, 0,4, 07, 87, 1,0, 0,0,0, 4, 07 
HK 1158 DATA 57,1,0,0,4,07,87,1,0,0,0,0,8 
, 67, 8 7,0,87, 87,0,86,07,06, 86, 8 7,87 
1159 DATA 87,87,87,87,87,05,87,1,8,0,8 
,8,4,87,67,1,0,8,4,87,87,1,0,0,0 
1166 DATA 8,0,0,87,07,0,87,87,0,131,06 
,07,87,87,87,87,87, 87 , 87 , 87 , 8 6 , 1 , 6 , O , O 
RC 1161 DATA 0,4,87,87,1,0,0,4,87,86,1,11 

6,122,0,0,0,120, 122,87, 87,0,87,87,0,8 
HH 1162 DATA 8,8,0,0,8,8,0,0,0,8,0,0,113, 

122, 122,4,87,87,1,0, 8,4,86, 87,1 
ZM 1163 DATA 0,0,0,0,0,0,0,10,07,06,0,07, 

87,0,0,0,0,0,0,0,0,0,0,0,0 
HP 1164 DATA 0,8,0,0,4,07,07,1,0,0,0,86,8 

6,85,06,87, 67,87,87, 87,87, 87, 05,86,86 
HU 1165 DATA 6,87,87,8,6,4,86,87,87,87,87 
,87,87, 87,87,87, 8 7,87, 0 7, 0 5, 86, i , 8, 8,0 
JY 1166 DATA 0,3,86,86,07,07,87,87,07,87, 
87, 87,66,86, 1, 8,87,87,0,4,86, 87,07,87, 

07 

QE 1167 DATA 07,87,07,87,87,07,87,87,87,0 
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6,1,8,6,8,0,0,8,0,8,8,9,8,8,0,0 

TO 1168 DATA 6,e P i^,116 J 12£ J 4,S7,9& J e l && 

jfl5,7, 113, 113, 12 2 ,0,8,8,8,0,0,(1,0,0,0 
YH 1169 DATA 6,8,0,6,0,9,0,0,0,6,0,0,^0, 

0 , 8,6,8,0,10, 85,86,1,0,3 
TE 1170 ©ATA 97,07,86,87, 87,07, 87i«7,87ifl 

7, 87, 87, 87, 87 , 87,07, 87,87, 87 ,87, 87, 07, 

07,0 7,87 

0C 1171 DATA 87,87,87,87,87,87,87,87,87,8 
7,86,1, 8, 8,0,3,87, 87,07,87 , 67,87,87,07 
,87 

©Y 1172 DATA 87,87,07,67,87,87,87,87,07,8 
7,07, 8 7,87,87, 87 , 87 , 87 , 87 , 87 , 87 , 87 , 87 , 
87, 87, 86 

U0 1173 DATA 1,0,8,8,6,8,16,0,0,0,8,6,0,8 
,8,8,8,0,0,0,8,8,0,8,8 



EI 1 BEH MMMKM HHH KMMKMW M WK MWMMMH I CMMM MH KM 

VH 2 REM *• GR6MD PRIX II - LISTING 2 * 
EK 3 HEN MWK W miWMmtMHHHKKKMM B MWMMlCM M MKlClC 

HO 9 REM 

CM 10 REM SAME 11 © : GRANPRIX . 2 
Bfl 11 REM 

GG 188 TRAP 190 ! 5CREEN~S59 : POKE SCREEN, 8: 

MEH-27901 ; L1N-B : RE5T0RE 1800 
II H 118 FOR 1 = 1 TO 26 1 READ A 

VF 115 DATLINE— PEEK (163) » ? 56*PF E K (184 ) : Ll 

N^DATLINE-iaOO 
LL 120 POKE MEM* (LIN*25> +1 , A : NEXT I 
LK 130 GOTO 118 

©M 198 POKE 559,34 ! IF PEEK (195) <>6 THEN 7 

"^□ERROR - CHECK TYPING" : END 
GP 28© IF PEEK (1792) THEN RUN *'D : GRANPRIK 

.3" 

HK 210 CLOAD 
PR 999 EN© 

GZ 1808 ©ATA 8,8,6,0,0,0,8,8,0,0,8,0,8,8, 

O, O, 8, 8, 51,29, 16, 16, 16, O, O 
UP 1881 ©ATA 8, 8, 6, 8, 0,8, 8, 0,0,0,8,0, 8*, 5 

1,29, 16, 16, 16, 8, 0,8, 8, 0,0,0 
TO 1002 ©ATA 8,0,48,47,51, 29,0,0, 52, 29,0, 

8,8,38,29, 8,0,0,48,29,0,0,8, 44,29 
OP 1003 ©ATA 8,0,07,52,29,0,0,0,38,29,8,0 

,0,48,29, 6,0,0,44,29,0, 0,8, 8,0 
HP 1010 DATA 6,8,0,0,0,0,8,8,116,116,116, 

116, 116, 116, 116, 116, 116, 116,116,116 , 11 

6,116,96, 96,0 
CO 1814 DATA 0,8,8,8,128,128,128,128,128, 

128,126,126,128,120,128,126, 128,128,12 

8, 128, 0,4,0,18, 13 
8T 1815 DATA 16,17,10,19,28,28,36,32,34,3 

2, 32, 6,0,0,0, 0,6, 8, 8, 8,0, 0,0, 0,0 
OJ 1016 DATA 0,0,8,0,0,0,0,0,0,0,0,0,0,0, 

0,0,0,0, 255, 254 , 252, 251 , 249, 248, 246 
ND 1817 ©ATA 245,243,242,246,239,237,238, 

234,233,0, 8,0,0,0,8,0,0,8,8,0,0,0,0,0, 

e 

TH 1019 ©ATA 8,8,0,0,8,0,0,0,0,0,8,0,0,0, 

8, 8, 8, 6, 0,0, 0,0, 8,2, 2 
JN 1828 DATA 2,2,2,2,2,2,2,2,2,2,2,2,2,2, 

8,8,8,0,0,0,8,6,8,8,8 
014 1821 DATA 0,8,8,0,0,65, 104,62,161,59, 9 

6,56, 95,53,92, 50.89,47,66,44, 8 3,135, 13 

5 > 1 3 5 i J. 3 5 

BT 1022 ©ATA 135,135,135,135,135,135,135, 
135,135,135, 135,135, 8 7,87, 87,07, 87, 87, 
0 7, 6 7,87,87,67,07,87 

VK 1823 ©ATA ©7,07,87,6,0,8,8,0,0,8,8,0,0 

,8,0,0, 0,0, 0,0,0,9,8,0,0 

OZ 1825 DATA 0,6,8,8,8,0,0,8,0,0,0,8,0,0, 

0,0,8,8,8,8,0,0,0,6,2 
DZ 1026 DATA 5,0,21,0,0,8,8,0,138,140,110 

, 100 , 60 , 48, 88 , 150, 166, 168, 68, 128 , 246, 1 

28, 248, 8, 8 

FE 1827 ©ATA 0,0,0,0,0,0,0,0,0,8,0,0,6,8, 

0,11,20,35, 15,12,10, 9,13,10, 12 
GF 1020 ©ATA 10,13,23,0,0,0,0,0,8,0,0,0,0 



,0,0,8,0,0,0,0,0,8,0,0,0 
7.0 1038 DATA 6,0,0,0,7,7,7,7,7,7,7,7,7,7, 

7,7,7,7,7, 7,189,8, 141,48,2 
CP 1631 DATA 141,1,210,141,5,210,169,96,1 

41,49,2,169, 92,141,244,2, 169,96,141,74 

, 151 , 169, 170, 141, 73 
BE 1032 ©ATA 151,168,0,162,0,169,8,32,72, 

151,200,238,73, 151,189,8, 205 , 73 , 151 , 20 

8, 3, 238, 74, 151 , 192 
IH 1833 DATA 16 , 2 8 8 , 2 3 3 , 2 3 2 , 224 , 16 , 2 48 , 1 9 

,168, 8,173, 73, 151,24, 105,24,141,73, 151 

,144, 215,238, 74,151, 7 6 
JD 1834 DATA 35,112,169, 96,141,74,151,16? 

, 170,141,73,151,169, 1,141,129,141,160, 

8, 204, 138, 141, 240, 63 , 165 
CF 1835 ©ATA 224,141,10,10,10,10,178,189, 

8,132,232, 32,72,151,230, 73,151,169,0,2 

05,73,151,288,3,2 38 
€C 1036 DATA 74,151,230,129,141,169,16,20 

5, 129,141, 208,226, 169,1, 141 , 129 , 1 4 1 , 24 

,173,73,151,185,25, 141,73 
5K 1037 ©ATA 151,144,3,230,74,151,280,204 

,138,141, 286, 193, 174, 31,200, 202, 169, 35 

, 205,252, 2,208,3, 76,0 
KN 1030 DATA 114,169,58,285,252,2,268,3,7 

6, 8, 118, 236, 31, 288, 288, 231, 169, O, 141,6 

5.151, 16 9,105,141,66 
KF 1039 DATA 151 , 169 , 0 , 141 , 7 3 , 151 , 16? , 135 

,141,74, 151,32,64,151,32,72,151, 238, 65 

, 151, 169, 0 , 205, 65, 151 
OK 1048 DATA 208,3,230,66,151,238,73,151, 

169, 0, 295 , 73, 151, 268, 3, 238 , 74, 151 , 169, 

142, 205 f 74, 151 , 200, 217 
EG 1041 DATA 169, 32, 205, 73, 151,288, 218,17 

3, 32, 111,141,74,151,72, 166,0, 173,10,21 

0,153, 32,111, 268,192, 16 
FO 1842 DATA 208,245,169,0,160,8,162,0,21 

7,32, 111,240,17,288, 192, 16, 288, 246, 160 

,0,24,185,1, 201,0 
IZ 1043 ©ATA 200,237,76,107,113,72,189,16 

,111,153,16,141,141,73,151,192,14,240, 

18, 192,15, 240,19, 192,6 
5N 1044 DATA 40,5,169,105,76,93,113,169,2 

3 3, 76,93,113,169, 97,76, 93,113,169,64,2 

4,109,240,140, 32,72 
SL 1045 DATA 151, 2 3 2,104, 78,37,113, 160,8, 

160, 0, 184, 153 , 32, 111, 200, l?2 f 16 , 208, 24 

8,169,152,141,244,2,169 
IB 1046 ©ATA 8,141,40,2,169,8,141,8,210,1 

33,8, 169,3,141,15, 210,169, 135, 141,49,2 

, 160,0,173, 10 
TU 1047 DATA 210, 74,74, 24,121,96, 140,153, 

96,140,208,192,16, 208,239, 160,0,173, 10 

, 218,74, 74, 74,24, 121 
BU 1048 DATA 112,148,153,112,140,288,192, 

16 , 208,238 , 208, 217 , 162 , 8 , 16 9 , 37,141 , 1 , 

218,169, 36,141,5,218,169 
HU 104? DATA 255 , 141 , O , 210 , L41, 4 , 210 , 169 , 

140,133, 2 6, 164, 19, 200,196,19,208, 252,1 

6 9,255,141,252, 2, 32,32 
HF 1050 DATA 142,76,0,112,8,0,0,0,0,8,0,0 

,0,0,0, 0,0,8,8,0,0,0,0,0,0 
8E 1051 DATA 0,0,0,0,6,8,8,169,0,141,48^2 

,141,12?, 141,169,129,141,49,2,169,224, 

141, 65,151 

EL 1052 DATA 169,132,141,66,151,162,8,168 

,6, 169, 16,141, 61,129,16 9,16, 141,68,129 

,185,8, 132,157,65,129 
MB 1853 ©ATA 157,105,129,200,232,224,16,2 

08, 2 41,173, 185, 129, 141,129, 141,238,61, 

129, 169,26,2 05,61,129,288,8 
VO 1054 DATA 169,16,141,61,129,230,60,129 

,162,8,169, 20,205, 252,2,208, 3,76, 8, 112 

,173,128,2,201,11 
AA 1055 DATA 248,18, 201,7,240,24,281, 14,2 

48,36,281, 13,248,5 9,173,129,141,76,198 

,114,262, 224,2 55, 208,12 
KJ 1056 DATA 162,15, 76,138, 114,232, 224,16 

, 298, 2, 16 2,0,189,105,129,141,129,141,7 
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6, 198, 114 , 230, 12? , 141, 173 
OH 1057 DATA 129 , 141 , Z91, 1 , 2*a j 5 , 169, 33 , 1 
41 ,123 ,,141, 291,55, 703,32, 169,0, 141,12? 
j 141,?*, 196, 114,206,129 
KB 1058 DATA 1*1 , 173, 12 9 , 141 ,2ftl, 255, 208, 
5, 16?, 58, 141, 129,141,281,32,288,5,169, 
0,141, 129,141, 24,185, 128 
TN 1059 DATA 157,105,129,141,129,141,165, 
20, 24 , 105 ,2,197,20, 288,252,173, 12 9,141 
,2*, 105,120, 157,105, 129, 141 
Mr 106 0 DATA 129 , 141 , 165 , 20 , 2* , 105 , 7 , 1?7 , 
20 , 208 , 252, 16? , 0 , 285, 132,2, 268,1*, 232, 
224, 16, 248,19, 189,105 
DY 1061 DATA 129,141,129,141,76,78,114,16 
9,42,285, 252,2, 248,3,76, 78,114, 16?, 255 
,141,252, 2, 224,2,144 
LH 1062 DATA 1 9 , 162 , 15 , 18? , 105 , 1 2? , 136 , 15 
3, 0,132, 262, 224, 255 ,206, 2**, 152, 24, 105 

,16,166, 1?2, 8,248,5,102 
DH 1003 DATA 0,76,37,114,76,23,114,0,0,0, 

0,0,8,8,0,0,0,0,0,0,8,0,0,0,0 
J5 1673 DATA 0,112,112,112,71,64,110,112, 
112,112,112,2,112,2,112,2,112,2,112, 2, 

65, 32, 116,6,0 
GK 1074 DATA 8 , 8 , O , 8 , 0 , O , O , 0 , 0 , 3 b , 33 , 52 , 3 
3,0,35,48,33,46,39, 3 7,0,51,35,50, 37 

TT 1675 DATA 37 , 46 , O , O , 4 4 , 3 / , 4 6 , 3 3 , 40 , 8 , 4 
7, 36, 8, 50, 33, 35, 37,23, 0,6,0, 44, 3,5, 48, 5 

1 

1076 DATA 8,0,0,6,0,0,0, 0,8,0,0,8,0,0, 
O, 0, O, 0, 8,54,41, 51,53,33,44 

1077 DATA 8,51,46,37,37,36,0,29,0,8,0, 
0,0,6,0,0,0,6,8,0,0,8,0,0,0 

1078 DATA 0,0,0,0,0,0,6,0,6,35,47,45,4 
8,53,52,37,50,6,35,33,50,51, 2?, 8, O 

1079 DATA 6,40,33,46,36,41,35,33,48,0, 
0,8, 0,0, 0,8, 0,0, 0,8, 0,0, 8, 0,40 

1080 DATft 44,33,57,37,50,8,47,46,37,0, 
0,0,29,0,0, 0,48,33,46,36,41,35,33,40,0 
1061 DATA 0,0,0*0,0,6,0,0,6,0,6,8,0,0, 
48,44,33,57,37,50,0, 52,55,47,8 
18S2 DATA 6,8,29,6,0,0,46,33,46,36,41, 
35, 33, 40, 0,0,0.0,0, 8, 0,0, 8, 0,0 

EM 1885 DATA 0,8,6,0,0,8,8,0,0,8,8,0,8,0, 

0,8,0,0,0,0, 8,105,7,197,20 
PJ 1686 DATA 208 , 252 , 173 , 132. 2, 201,8, 206, 
177,142,130, 111, 76 ,0,1 12, 0,0, 0,6, 0,8, 8 
,0,0, 0 

1092 DATA O,0, O, 8 , O , O r 1 6 9 , 255 , 1 4 1 , 252 , 
2, 169, 3 2, 141,48, 2, 169,116, 141,49,2,169 
,8,141,140 

1693 DATA 116,141,160,116,141,220,116, 
141,4,117,169, 16,141,160,116,169,16,14 
1, 99, 116,162, 21, 142,136, 111 

1894 DATA 173,120,2,201,14,246,7,201,1 
3,2 40, 29,70,107,110,224,81,240, 45,232, 
238 , 166 , 116 , 169 , 26 , 2 05 

1895 DATA 160,116,208,34,238,99,116,18 
9,16,141, 188,116, 76,167, 118,224,6,240, 
19,202, 206, 100, 116, 169, 15 

1090 DATA 205,100,116,208,8,169,25,141 
,100,116,200,99,116,16 5,20,24, 185,7, 1? 
7, 2 0, 2 0 6,252, 17 3,132, 2 

1097 DATA 201, 6, 288, 177, 142,136, 111, 16 
9, 19, 141,140,116,169,5, 141,136, 111,173 
,120,2,201,14,248,20,201 

1090 DATA 13,206,29,173, 148,116,261,17 
,246,22,2 06,140, 116,230, 136, 111,76, 176 
,118,173, 148,116,201,20, 248 
1039 DATA 6, 238,146, 116,206,136,111, 16 
5,28,24,105, 38,197, 28, 208, 2 5 2,173,132, 
2, 2 01,8,200, 208,169,15 

1188 DATA 141,188,116,168,160,173,128, 
2,281, 14,240,20, 201,13, 268,29,173,100, 
116,201, 16,240, 22,266,108 

1161 DATA 116,200,208,200,76,239,118,1 
73,180,116,281,25,2 48,6,238, 188,116, 13 
6, 136, 136,165, 28,24,105,20 
FN 1182 DATA 197 , 26 , ?08 , 2 52 , 173 ,132,2,281 



M8 



FU 



8U 



WJ 



EA 



GK 



ZA 



CO 



LQ 



K A 



DU 



00 



EA 



OP 



,8,206, 288, 146,226, 142,163,168, 5 6,237, 
226, 142 , 141, 129, 141 , 169, 32 
GH 1163 DATA 24, 18 9,129, 141,141, 126,118,1 
41,127, 116,166,6,173, 129, 141,10, 141,12 
9, 141,169,128,56,237, 129,141 
KQ 1104 DATA 153, 96,110, 288,192,14,268,24 
2 , 169 , 16, 141 , 220,116 , 172 , 126 , lie , 173 , 1 
2 8,2, 281 , 14 , 240, 28 , 201 , 13 
MU 1185 DATA 200,29,173,220,116,201,16,24 
0,22, 286, 226, 116, 206, 206, 200,76, ?4, 11? 
,17 3,22 0, 116,201,25, 240, 6 
HP 1105 DATA 230,220,116,136,130,136,165, 
20, 24,105,20,197, 20, 208,252, 17 3,132, 2, 
201,6,200, 288,140,126, 110 
BM 1107 DATA 173,220,116,56,233,16, 141,12 
9, 141,10,24, 189,129,141,10,141,129,141 
, 169,12 6,56, 2 3 7, 129, 141,141 
YH 1108 DATA 110,118,169,16,141,4,117,172 
, 12 7,116, 173,120,2.281,14,2 40,20, 261 , 1 
3,200,29, 173,4,117,201 
MW 1109 DATA 16,240,22,206,4,117,286,200, 
ZOO, 76,180,119,173, 4,117, 2 81,25,248,6, 
2 38,4,117,136, 136,136 
AD 1118 DftTA 165, 2 8,24,165,28, 197,28,208, 
252, 173,132,2,201,6,200, 288,140,127,11 

0. 173.4.117.56.233. 16 

«IC 1111 DATA 141, 129,141,10,24, 169,12 9, 14 
1,10, 141, 129, 141, 169, 120, 56 , 237 , 12? , 14 

1, 141, 111, HO, 76,0,112,8 



ET 1 REM *KMHWHHKMMMKKWMKXW M KHWWMMltMMKMK 

MP 2 REM * GRAND PRIX II " LI&TTNG 3 * 

EK 3 REM mCMKKM M MHKWMKWiMWXKitWMWHWWMKMMWK 

NO ? REM 

DL 10 REM SflUfOiGHflMPRIK-J 
OA 11 REM 

EU 1O0 TRftP 1?8 i SCHEEM=559 ! POKE 5CREtH,0; 

HEM=327S1 ! LIN-0 ! RESTORE 1008 
MM 110 FOB 1=1 TO 25! READ A 

UF 115 DATLINE=PEEKCl83J+256»PEEK C164J i LI 

N=DATLINE-1880 
LL 120 POKE MEM+ CLIN*25J+I, A ! NEWT I 
LK 130 GOTO 116 

DM 1?0 POKE 559,34 ! IE PEEKC1953<>6 THEN ? 

"KQerROR - CHECK TYPING" : END 
ID 2O0 IF PEEK £1792} THEN RUN "D : GRANPRIH 
■ 4" 1 

kIK 210 C LOAD 
PR 999 END 

JU 1008 DATft 0,0,0,8,0,0,8,0,0,0,0,8,0,0, 

6,8,169,152, 141,244,2, 169, 8, 141, 48 
JC 1881 DATA 2, 16?, 0, 141, 0, 218, 133 , a, 169, 

3, 141,15,210, 169,135,141,49,2,160,8,17 

3,10,210, 74,74 
CG 1002 DATA 24,121,96, 148,153, 96,140,286 

,19 2,16,2 00,239, 168,0, 17 3,10,210,74,74 

,24,121,112,140, 153,112 
MM 1003 DATA 148,280,192,16,288,239,208,2 

10, 162, O, 16? , 37,141,1,218, 32, 32, 142, O, 

0,0,0,8,8,0 
AT 1810 DATA 0,0,8,0,0,6,8,8,0,0,8,0,0,8, 

0,0,0,0,8,0,0,8, 112 , 112, 112 
C G 1011 DATA 112, 71, 32, 12?, 112, 112, 2,112, 

2,112,112, 112,112,2,2, 112,2, 112,112, 11 

2, 112,6,65,8,12? 
MS 1612 DATA 8,8,0, 8,8,110,97,109, 101,0, 3 

9,104, 97,118,103, 181,0,115, 9 9,114,181, 

101, 118,8, O 
CC 1613 DATA 36,56,41,54,37,50,8,16,17,6, 

95, 6, 4 2,33,45, 37,51,8,51, 4 8,53,46, 5 2,8 

, 0 

OA 1014 DATA 8,8,0,8,8,0,8,8,0,8,8,6,0,0, 
0,35,40, 33,46, 3 9,37,0,52,47, 0 

QY 1015 DATA 95,0,42, 33, 45, 37, 51, O, SI, 40, 
53, 46, 52, 0,0,0,0,8, 8, 8, 0,8, 0,0, 8 

PU 1816 DATA 0,8,8,0,0,6,0,0,0,53,115,101 
,0, 10 5, 111,121,115, 116,105, 9?, 187,0, 11 
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6 , ill , 0 

OA ±017 DATA 99,184,97,118,103,101,0,168, 
±01 , 116,11b, 101, 114 1 0 1 B,0,Qj Gj 0,8,8,0, 
0,0,97 

TM 10±8 DATA 118,186,0,112,114,161,115,11 

5,6,162,195, 114,161, 0, 116 , 111,0,185,11 

O, 112,117,116,0,0,8 
KD 1015 DflTfl 8,0,0,6,0,0,0, 8,0, O,0, 8,0,6, 

48, 114 ,181, 115,115, 0,37,0, 110,111,0 
HI 1620 DATA 101,110,116,181,114,8,110,97 

* 109,181, 0,0,0,0, 0, 0,6,0, 8, 0,0, 6 , 8,0, a 
GP 1021 DATA 40,50,37,51,51,8,101,115,39, 

8,52,47, 8, 37,56,41, 52,0,0,8,0,0,0,0,8 
HU 18*1 DATA 8,0,0, 0,0,8,8,0,0,8, a,0, 8,0, 

0, 42, 33, 45,37,51, 8, 51,40,53,46 
VW A042 DATA 52,0,0,0,0,8,51,52,37,37,50, 

41,46, 3 3,0,45,47,51,51,0,0, O, 42,47, 36 
¥1 1043 DATA 57,0,51,48,37,37,36,37,50,0, 

8, O, 0,42,47, 4 0, 46,0, 51,40, 53,50,52, 37, 
37 

PK 1044 DATA 51,0,0,8,42,41,45,8,51,40,33 
,50,43,6, 8,0,0,0,0,8,42, 33,49, 53,37 

AM 1045 DATA 0,52,40,37,30,37,37,52,0,0,0 
, 58, 37, 36, 30, 41, 37, O, 33, 58, 57, 4 7, 53, 56 
,0 

LP 1046 DATA 0,0,40,37,43,57,6,39,50,33,5 

1,54,37,50,39,8,6,0,36,41, 36,41,33,0,4 
6 

RK 1047 DATA 53,44,47,54,33,8,8,8,0,33,44 
,33,46,0,34,47,46,37,51,8,0,0,0,0,0 

AK 1640 DATA 42,33,35,43,57,0,36,44,37,55 
,33,50,52,8, 6,0,33,44,33, 41,46,8, 30,58 
, 47 

5Z 1049 DATA 51,52,8,8,0,0,0,46,37,44,51, 

47, 46, 8, 40,41,35,43,37, 52,0,0,8,46,41 
KT 1858 DATA 52,41,8,44,47,53,36,37,50,6, 

8, 0, 0, 0,48,33,53, 4 4,8,36,33,58, 43,37,5 
1 

ZH 1851 DATA 8,8,8,8,0,35,40,50,41,51,8,3 

6, 33,50,43,37, 51,0,0,0,8,169, 0,221,192 
MV 1852 DATA ±48,200,21,169,46,221,96,141 

,176,14,188, 64,141,280,204, 130,141,240 

, 5,169,288, 15 7,192,140,169 
80 1053 DATA 6,133,77,221,240,131,248,16, 

157,240, 131,173,18, 210,74, 7 4, 74,74,24, 

185, 8, 15 7,46,148, 100 
FM 1054 DATA 208,141,105,144,141,24,105,1 

3, 141, 129,141, 183,80, 14 0,56,237,129, 14 

1,176,6,169,8, 15 7,144, 148 
PO 1055 DATA 96, 141, 129, 141, 188, 80, 148, 18 

9,0, 14 2,281, 10,176,237, 192,168, 176,15, 

192,130,176, 10, 192, 160, 176 
S£ 1856 DATA 5,201,5,176,221,10,10,10,10, 

205,129, 141,176,212, 10,285,129,141,176 

, 6,169,2,157,144,140 
IK 1857 DATA 96,169, 1,157,144,140,96,0,0, 

0,0,0,8,6,0,0,6,0,8,8,0,0,6,8,8 
LG 1858 DATA 0,8,0,0,0,0,0,0,0,0,0,8,0,0, 

0,0,0,0,8,0,0,0,8,0,0 
LI 1062 DATA 0, 8, 16 9, 255, 56 , 253, 80 , 146, 20 

1 , 95, 144 , 16 , 281 , 155 , 144 ,6,56, 233 , 128 1 7 

6, 29, 134,56,233, 70 
KD 1063 DATA 76, 29, 134, 24, 105, 0, 16, 281 , 30 

,248,31,201, 61,240,27, 201, 92, 248,23, 20 

1, 123, 240,19,201,154 
DEI 1864 DA T A 2*8,15,201, 105,248,11,281,21 

6, 248,7,201, 24 7,240,3, 76,68,134,56, 2 33 

, 1, 224, 14, 2 06,4,141 
BM 1065 DATA 0,210,96,141,4,218,96,0,8,0, 

0,0,0,8,8,0,0,0,0,0,6,8,0,0,0 
MV 1072 DATA 0,0,0,8,0,0,0,0,112,112,112, 

66, 48, 1 35, 4, 4, 4, 4, 4, 4, 4, 4, 4,4, 4 
DC 1073 DATA 4, 4, 4, 4, 4, 4, 4, 4, 4, 4, 4, 4, 15, 2 

, 2, 65 , 6, 135, 0,0,0,0,0,8,8 
60 1874 DATA 132,07,99,87,07,235,87,07,23 

5,87,87,235,07,87, 187,87,87, 107,87,0 7, 

107,07,87, 107,89 
AU 1875 DATA 07,87,87,07,87,87,87,87,07,8 

7,06, 91, 0, 8,132 , 85 , 66 , 87 , 8 7 , 2 35 , 87 , 07 , 



235 , 67 , 87 

06 1876 DATA 235 , 07, 87 , 107, 87 , 87 , ±07, 07, 8 

7, 107,87, 87, 107, 87 , 09 , 87 , 87 , 87 , 87 , 87 , 8 

7,87,07,86,06 
nr 1077 DATA 05,86,31,0,87,87,140,8,0,0,0 

,8,8, 0,0,0,0,0, 6, 0,5, 84, 1,0,0 
CA 1678 DATA 0,6,8,0,0,8,0,6,8,8,0,0,113, 

115, 12.2, 3,87,86,0,87, 86,113,114,122, O 
GR 1079 DATA 0,0,0,8,4,84,04,84,84,84,84, 

1,0,8,6,0,4,86,07,87, 87,87,87,87,87 
HH 1080 DATA 87,86,31,8,8,0,87,07,0,87,87 

, 0,0,0,8,0, 0,6, 4, 83, 84,1,0,0,0 
GL 1881 DATA 0,0,8,0,0,4,86,85,87,07,87,8 

7,8 7,87, 87,87, 8 7,86,91,8,0,07, 8 7,6,87 
KH 1882 DATA 87,0,0,8,8,8,0,4,83,04,1,6,0 

, 8 ,0,8,6,0,0,4,07,87,1,8,6 
TK 1083 DATA 8,0,8,0,0,0,3,85,86,91,8,07, 

8 7,8,87, 67,0,6,0,0,8, 4,83,84, 1 
LP 1084 DATA 0,0,0,0,0,0,0,0,4,07,07,1,11 

3,118,122,6,8,8,0,113, 117,122,3,07,86 
JP 1685 DATA 0,87,07,8,87,07,8,0,0,0,4,83 

,04, 1,8, 0,8, 0,0, 0,8, 0,4, 87, 87 
LR 1686 DATA 1,0,0,8,0,8,8,8,0,0,6,8,8,07 

,07, 8, 87, 87, 8,07, 87, 0,0,0, 4 
PP 1887 DATA 83,04,1,8,6,0,0,6,8,8,8,4,87 

,87,1,0,0,0, 8,4,86, 86,86,86, 91 
MT 1080 DATA 8,0,0,67,87,6,07,87,8,07,07, 

8,0, 4, 83, 84, 1,8, 0,8,6,0,0, 0,0 
LJ 1089 DATA 4,87,67,1,8,0,0,0,4,87,87,85 

, 87,86,86,0,0,0, 87,87,8, 8 7,07,0,87 
TJ 1098 DATA 87,6,4,83,84,1,0,0,0,0,0,0,0 

,8,4,87,07,1,0,8,0,0, 4,07,86 
HU 1091 DATA 1,8,9,07,86,0,0,8,87,07,8,87 

,67,8, 87, 07,4, 83,04, 1, 0,0,8,8,8 
MU 1692 DATA 8,6,0,4,87,07,1,0,0,6,8,4,87 

, 07, 1, 110, 122, 4, 07, 86, 0,6, 8, 87, 87 
KD 1093 DATA 8,87,07,8,07,87,86,04,1,0,8, 

8, 8, 8, 0,0, 0,4, 87, 87, l,0,8,0,0i 
PK 1894 DATA 4,07,87,1,8,8,4,07,87,1,0,0, 

0, 87, 87 , 6, 87, 07, O, 86 , 87, 84, 1 , O, O 
LI 1095 DATA 8,0,113,110,122,8,4,87,07,1, 

8, 0,8, 0,4, 87, 07, 1,8, 0,4, 87, 37, 1,8 
MM 1096 DATA 8,0,0,87,87,8,87,87,0,86,05, 

7,118,122, 8,0,0,8,8,6,4,87,87,1,0 
EM 1037 DATA 0,0,8,4,07,87,1,0,0,4,07,87, 

1, 8, 0,0,8,0,87,87,0,87, 8 7,0,06 
2C 1098 DATA 07,86,86,87,87,87,87,87,07,8 

7, 05, 07, 1,0, 0,8,0,4,87, 87, 1,0,0,4,07 
EH 1899 DATA 07,1,0,0,0,0,0,0,87,87,0,87, 

07, 0 , 131, 86, 87, 87,07, 87,8 7, 87,87, 07, 87 
TH 1188 DATA 06,1,8,0,0,0,4,07,87,1,6,8,4 

,07,86, 1,116,12 2,0,6, 8,120,122, 87,87 
5V 1101 DATA 8,87,87,8,6,0,0,8,0,8,0,0,0, 

0,6,0,0,113,122,122,4,07,87,1,8 
60 1102 DATA 8,4,06,87,1,6,8,6,0,0,0,8,10 

,07, 86, 8, 87, 87, 0,8, 0,0,0, 8,0 
OU 1103 DATA 0,8,8,6,6,0,0,8,0,4,87,87,1, 

0,0, 0,06,86,85,86, 8 7,07, 87, 87,87 
DZ 1104 DATA 07,87,05,86,86,8,87,87,8,8,4 

,86,87,87,07,07,07,87,87,07,07,87,07,8 

7, 65 

MK 1105 DATA 06,1,0,6,0,8,3,86,86,87,87,8 

7, 87,07,07,87,07,86,06,1, 8,07,87,8, 4 
BE 1106 DATA 86,87,87,87,87,87,87,07,87,0 

7, 67, 07, 87, 87, 06, 1,8, 0,6, 8, 0,0, 8, 8,0 
RO 1187 DATA 6,0,0,0,8,8,8,113,116,122,4, 

8 7 , 06 , O, 86, 85, 7, 113, 113, 122,6,8,8,0,8 
Til lioa DATA 8, 8, O r O, 8,0,0, 0, 0,8,0, O, 0,0, 

0,0, 8, 8,0, 0,0, 0,8,0, 18 
UV 1103 DATA 05,06,1,0,3,87,07,06,87,07,0 

7,87,87, 8 7,07, 87,87,87,07,87, 67,87,87, 

87 , 07 

KH 1110 DATA 87,87,07,87,87,07,87,87,87,8 
7, 87, 87, 07, 87, 87, 06, 1,0, 0,8, 3, 87, 07, 87 
,07 

TI 1111 DATA 07,87,07,87,0 7,87,87,07,87,0 
7,07,07,87, 87,87,87,07,87, 87,87,87,8 7, 
87, 87 , 87 

OG 1112 DATA 87,67,87,87,06,1,8,8,0,8,0,1 





OS 
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EJ 
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VF 
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UG 



JL 



OH 
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FF 



JF 



6, e, 6,0,0*0*0*0, 0,0*0*0, fi*o 

1113 DATA 9,9,0,0*9,9,9,0,6,9,9,9,0,0, 
9,0,0,0*0,0,0,0,0,51,2? 

±114 DATA 16, 16, 16,0,0,0, 0*9,0,9,0,0,9 
,9* 9, 9, 6,64,S1,Z9, 16,16,16,0,6 

1115 DATA 9,0,0*0,0,9,0,46,47,51,29*0, 
B , 52 , 29 , O , 8 , 9 , 38 , 29 , 8 * 9 , O , 49 * 2 9 

1116 DATA 0*0,0*44,29,6*0*07*52,29*0,0 
, O* 30* 2 9, O, 0,0, 49,29,0,9 ,0,44, 29 

1123 DATA 0,0*0,9*9*0,6,6*9*0*0,0*8,11 
6,116,116*116*116,116* 116,116,116,116, 
116, 116 

1124 DATA 116*116,96,96*0,0,0,0,0,0,9, 
6*9*0* 0,0,0, 6, 0*9*0,0,6*9*0 

1127 DATA 0*0,0,0,6*0*0,9,0,120*129,12 
8,128,129* 120,128,129* 128,129* 128,12 8* 
129* 129*128,129 

112 9 DATA 0*4,8,19*13*16*17,16,19*20,2 
8*30*32,34*32*32,0,0,6*0*0,0,0*0,9 
1129 DATA 0,9*0,0*0,9,9,0,0,6,9,6,0,0, 
0,6,9,9,9,0,6,0,9* 255,264 

1138 DATA 262,251,249,248*240,245,243, 
242,240,239,237, 236*234* 2 33,0,6,9*0,0, 
0*0,0*0*9*9 

1133 DATA 0,0*0,2,2,2,2,2,2,2,2,2,2*2* 
2,2,2,2,2,9,0,8*0,9,9 

1134 DATA 0,0,6*0*0,0,8*8*0,0,65,104,6 
2, 161* 59, 90,56*95*53,92, 50,09,*?, 86,44 

1135 DATA 93,135,135*135,135,135,135*1 
35,135*135,135,135,135,135,135, 135,135 
,97,67* 97,07,87* 87,87,37 



A REM. MKKKKMMKimUKKKltKmim i H HHKHMMWUKK 

2 REM * GRAND PRIH II - LISTTMG 4 * 

3 REM MMHWMMitttMMKWMltMUKMKWWMMMKMMMK W lt 

9 REM 

16 REM 5AVE'M> : GRANPRtX . 4 
11 REM 

169 TRAP 190 :5CREEN=559: POKE 5CREEN , 9 I 
NEH=36131:LIN=8: RESTORE 1000 
HO FOR 1 = 1 TO 25: READ A 

115 DATLINE=PEEK C1635 + 256»PEEK <184> : LI 
H^DATLIRE-1888 

120 POKE MEM+CLIN*2SJ+I, A JREHT I 
130 GOTO 110 

190 POKE 559 * 34 ! IF PEEK (1 95J <>6 THEN T 

"PIQERROR - CHECK TYPING*':END 
200 ? chrS CI 25? : 7 "EH Prdgraw finish 
ed and resident in wenory . Check 

article far instructions"** 
210 ? M to save to tape or di 

Sk.":? if "IMPORTANT ! DO NOT SWITCH OF 
F MACHINE f " 
333 END 

1000 DATA 97*87,87*97*87,87,97,07,9*8, 

6,6,9,0,6,9*0,0,6,8,9,9,6,8,8 

1982 1>ATA 0,9,0,8,0,0,0*9,0,0,6,9*0,0, 

9*9*9*9*0*0*0,0,9*1*0 

1663 DATA 9,0,0*0,2,5*0*21,6*9*0,0,0,1 
39,140,119,190*66,49,68*159,168*169,60 

* 129 

1004 DATA 246,129,240,0,9,0*0,0,9,0*0, 
6,6* 6* 9* 9,0,0,9,6* 11*20,35* 15,12 

1005 DATA 10,9,13,10*12*10,13*23,0,0*0 
,9,9,0,9,9*0,0*0,9,0,9*0,9*0 

1987 DATA 0*9*9,8*0,0,0*0*0,7,7,7*7,7, 
7*7,7,7*7,7,7,7*7,7,7 

1099 DATA 32,32,32,32,32* 32, 32,32* 32,3 
2* 3 2* 32, 32* 32, 32, 32, 0,0, 8* 8*8*0*8, 9,0 
1969 DATA 8,6,9,0*6,6,8,169,0,205,133, 
2 , 240*5 , 162, 15 ,76,74,145, 173,252 * 2, 291 
,33,249 

1818 DATA 249,281*62*208*10,172,206*14 
0, 192* 9* 200,3,141* 296,149* 201,10,290,1 
6 , 172 , 287*140,192 ,9,288 

1811 DATA 3, 141,207,14 8,201* 28* 208,3* 7 
6,295* 147*201,22* 208,5,162* 14* 76* 74,1* 



5,169,2 55,141* 252,2 
V9 1812 DATA 232*224,16,208*2,162,0*224*1 
,298* 10,164* 20*294, 128,141*248, 245,149 
, 128,141,169* 6, 205,137 
YZ 1013 DATA 141.24 0*3* 3 2 * 192 , 150 * 198 , 32 * 
141, 192*9* 2*0, 162* 189, O* 141*192*8,248* 
11 j 169,0,157,80,14 8 
JK 1014 DATA 222*0,141,76*44,142,108*200, 
141, 185, 144, 141 , 201, 240, 299, 5 , 169, 6, 15 
7,192,146* 100,192*146*192 
KN 1615 DATA 8* 240,3* 3 2,0,149,224,14* 144, 
12,169* 52,221,112*141*208, 5,169,1,157* 
144,148* 100*144* 140 
6P 1915 DATA 19 2,1,240*86*192,2,246*103,2 
54* 16*140,190,16,140*192,0,288* 3, 254,1 
12,141* 109,112,140,24 
OR 1017 DATA 105*160,125,128,140,221,86*1 
48* 144,46, 189,96, 140,24* 125*128*149,12 
5 * 64 * 140, 157 * 64, 140 , 144* 31 
1Z 1018 DATA 254 * BO , 146, 108, 89* i*0, 192 * 55 
,249*12,192,190,240,8*192* 148,240*4*19 
2,178,296,9,199*96*149 
6T 1019 DATA 56,233*15,157,96,140*76*197, 
143* 169,9, 221*88* 140,200* 3* 76*197* 143, 
56* 109 , 64, 140 ,733.70 
OZ 1020 DATA 157,64,149*176,232,222,89*14 
0,76* 79* 143, 169* 6, 221* OO, 148 * 208, 3, 76, 
187 , 143, 254, 86* 141 , 221 
ER 1621 DATA 00,141,208,3,254,96,141*222, 
68* 140,189, 00,149* 19 2,54,249, 12,192,99 
,249*0*192, 139* 240, 4 
NR 1022 DATA 192*169*209*9,189,96,140,24* 
105, 15,157 ,96, 148, 224, 14 * 208 , 3 , 76 * 175 , 
143* 224 , 15* 209 , 3 , 76 
NH 1923 DATA 235*143,32*9,133*224,13,298* 
44,169*0,295* 46,141,298,37,162* 14,173, 
109, 141 , 141, 110* 141, 173 
HH 1024 DATA 93*140*141,94,140*173,77*141 
* 141, 79* 1*1*173,173*140* 141,174,140*20 
6, 174 * 140 , 296 * 77 , 141, 166, 8 
HF 1625 DATA 76* 39*144, 76,5,145,173,132,2 
, 201,9* 296,6,157* 144,149,76,216* 143*16 
9,1,157,144,146,173 
AG 1026 DATA 12 8, 2,291, 13,248, 11,201,5* 2 4 
8,7, 201,9,249,3,76,216,143,169,2,157,1 
44 , 146* 160, O, 169 
01 1027 DATA 52,221*112,141,288*78*109,8, 
221*80,149,208,63, 76,74* 145,173,133* 2, 
201 , O , 288, 6* 157 , 144 
WL 1028 DATA 14fl, 76, 28, 144, 169, 1, 157 , 144* 
14 0* 173,121,2,201,13,248,11* 291,5,240, 
7,201,9,240,3,76 
OM 1029 DATA 20,144*169*2*157,144*148*160 
,29* 169,52, 221*112* 141,299* 19* 169,8, 22 
1, 00*140,299,3,76*74 
OZ 103© DATA 145,142,129*141*152,179*172, 
129,141* 185 * OO, 140, 217* 128,141*248* 94, 
144*45*195, 128,141*24,105* 1 
VT 1831 DATA 153*128* 141*254, 20,139,169* 2 
6*221,20*139* 260,73* 169*16,157, 20,139* 
254,19* 13 9,169, 26,221* 19 
UM 1632 DATA 139*289,58,169*16,157,19*139 
,254*16,139* 76,149, 144,185* 120,141* 56* 
233,1* 153*12 8* 141,222*26 
VH 1933 DATA 139* 169,15* 221,28* 13 9* 268,20 

* 16 9,25, 157,20* 139,222, 19,139,169,15,2 
21*19,139, 200*13* 221,16 

GG 1034 DATA 13 9,248,6*169,25,157*19,139, 
222*10*139,142,129,141,152* 178,173,129 

* 141,24,105,49* 168,169* 55 

NO 1035 DATA 66*253* 96,141, 3 2,0,151* 169*5 

2,56* 253,112* 141,32*0*151* 169* 1*141* 13 

2, 141,109,64* 141,149 
DC 1936 DATA 129,141*160,255*192,15,240,3 

1,200,217, 64*141* 2 40 * 8 , 17 6 * 244 , 23 8 * 132 

,141* 76,192* 144,189* 160,140 
ZQ 1937 DATA 217*168,148*176,3*2 30,132,14 

1*189, 64,141,7 6, 192,144* 172*129,141*17 

3,132,141,32,6*151,169* 64 



1B38 DATA 144,, 32,0, 151,224, 14,266,1.5,1 
63,9,205, 46 , 141 , 2 00 , 8 , 157 , 64 , 141 , 162,1 
3,254,64,141,163,9 FG 
AB 1039 DATA 221,43,140,240,8,222,40,148, 
163,2,157,144,14a, 107,20a! 148,24, 125 ,8 
0,140,157,200,140,144,19 RP 
HF 1048 DATA 254,224,148,109,2 24,140,285, 
116, 141 , 266, 0, 169, 8,157, 2 24,140, 76,54, 
145,76,44, 142,254,08,141 UT 
AJ 1041 DATA 169,8,221,88,141,208,3,254,9 
6,141,163,54,221, 96 , 141 , 176 , 40 , 189 , 16 , 
141,141,73,151,183,32 PL 
TJ 1042 DATA 141,141,74,151,189,48,141,32 
,72,151,169,0, 15 7,32,141,169, 255,141,1 
37, 141,224,15, 2 08,5,169 PE 
FL 1843 DATA 8,141,5,218,76,44,142,189,12 
8,140,281,8,240, 6,56,233,3,157, 120,146 
* 189, 16, 141, 141, 251 PT 
DC 1044 DATA 151,189,32*141,141,252,151,1 
83,248,148,141, 25 4, 151, 32,80,151,141,1 
31,141,281,07,208,3,76,194 AO 
GI 1045 DATA 147,201,85,208,3,76,229,146, 
201, 03,266,3,76, 70,147, 281,64, 144,00,2 
01, 240, 176, 76, 201 , 71 KF 
MX 1846 DATA 176, 10,160,163,12,157,120,14 

0. 152.76.223. 145.201. 97.144.58.2 01, 112 
,176,10,160,169,12,157,120 BG 

OK 1047 DATA 14 6,152,76, 223, 145,201, 233,1 
44,48,160, 169,12,157,128,140, 152, 163,3 
,221,0,142,144,26,168,206 B El 

HP 1048 DATA 141,163,248,217,144,141,248, 

16,169,255,157,28a, 140,172,136,141,136 J J 
,152,157,224,140,76,44,142,183 

ttV 1843 DATA 16,141,141,251,151,189,32,14 CT 
1 , 141 , 252, 151, 230, 254, 151, 169, O, 285, 25 
4,151,288,5,169, 0, 141,2 54 

R£ 1858 DATA 151,32,88,151,141,131,141,28 GK 

1, 07, 200, 3, 76, 194 , 147, 281 , 05 , 288 , 3 , 76 , 
229 , 146 , 201, 09, 288 , 3 

CR 1051 DATA 76,78,147,109,16, 141,141, 251 PK 

,151 ,189, 32, 141, 141, 25 2, 151, 189,240 , 14 

0, 141, 254, 151 , 286, 254 , 151, 169 
GO 1852 DATA 255,285,254,151,280,5,169,7, EC 

141,254,151, 32,88,151,141, 131,141, 281, 

07,280,3,76, 194,147,201 
EC 1053 DATA 05,248,125,281,09,240,199,16 ZO 

3,66,221,32,14 6,268,35,183,16, 141,141, 

251,151,169, 32,141,141,252 
AE 1854 DATA 151,188,240,140,136,136,132, DM 

2 55,200,2,168,7,192, 254,206,2,160,6,14 

6, 254, 151, 32 , 88, 151, 141 
YJ 1855 DATA 131,141,261,87,248,46,261,85 

,246,60,109,16,141, 141 , 251 , 151, 109, 32, 

141, 141, 252,151, 188,248, 148 
GR 1056 DATA 266,208,192,0,288,2,166,8,19 MZ 

2,9, 288,2,168, 1, 148,254,151,32,88,151, 

141,131,141,201,87 
II 1857 DATA 2 06,3,76,194,147,201,85,246, «T 

19,169, 255, 157 , 200 , 140 , 172 , 136 , 141, 136 

,152,157,224,140,254, 32,140 
DC 1050 DATA 76,44,142,186,288,141,189,68 HP 

,140,254,208 , 141 , 217 , 144 , 141 , 144 , 22 , 24 

9, 144, 141, 16 , 141, 129, 141, 109 
IR 1059 DATA 60 , 141 , 24 , 109 , 1 2 9 , 141 , 157 , 88 LU 

,141,144, 3,254,36, 141,100, 2 68,141, 185, 

176,141, 157,8, 142,224,14 
PV 1868 DATA 144,29,173,129,141,281,65,14 VC 

4, 4, 74, 157,40, 148,169, 45,221, 96,141,17 

6,0,173, 129,141, 24,74 
PH 1861 DATA 157,40,146,76,194,147,142,12 ¥U 

9,141, 163,20, 56,237,129,141,18, 141,129 

,141,173,18, 218,205,129,141 
TO 1062 DATA 176 , 232 , 157 , 246 , 131 , 76 , 194 , 1 PY 

47,163,17,141,123,141, 160,255, 109,64,1 

41, 206,132, 16, 2 46,11, 217,64 
5C 1063 DATA 1 4 1 , 176 , 246 , 238 , 1 2 9 , 141,76,0 5H 

8,14 7,173,129, 141,201, 26,144,2, 169,93, 

141, 54, 139, 169, O, 157, 288 
OE 1664 DATA 141,157,166,140,108,288,141, BE 




105,176,141, 157,0, 142,254,64,141, 173,1 
38,141, 221,64,141,208,50,172 

1065 DATA 138,141,138,153,224,141,230, 
138,141,109, 16,141, 141,73, 151,189, 32,1 
41 , 141, 74, 151,169,87,32, 72 

1066 DATA 151,169,8,157,32,141,168,6,2 
08,192, 16, 248, 8, 217,32, 141,240,246,76, 
44, 142, 76, 285, 147, 32 

1007 DATA 8,148,169,8,157,32,146,76,44 
, 14 2,162, 6,189, 16,141,141,73,151,189,3 
2,141, 261,8,2 48,7 

1068 DATA 141,74,151,183,48,141,32,72, 
151 , 2 32, 224, 16 , 288 , 229, 96 , 288 , 248 , 205 , 
123,141, 176,173, 169,2,157 

1069 DATA 144,148,96,8,0,0,0,6,8,8,8,1 
89, 16, 141, 141 , 73, 151, 189, 32, 141, 141 , 74 
,151,109, 48 

1870 DATA 141,32,72,151,173,251,151,15 
7, 16, 141, 141, 73, 151, 173, 2 52, 151, 157, 32 
,141,141,74, 151,173,254,151 

1871 DATA 157,240,146,173,131,141,157, 
40, 141,224, 14,240, 48,224,15,248,53,224 
,7,144,20,169,0,205,46 

1072 DATA 141,200,4,224,10, 176,23, 163, 
105,24,125,240, 14 6,76,115,140,16 9,8,20 
5,4 7,141,288,4,224,3 

1673 DATA 144, 18, 169,233,24,125,248,14 
8,76,115, 146,169, 9 7,24,125,246,146,76, 
115,148,169,64,24,125, 248 

1874 DATA 140,32,72,151,254,160,146,22 
2,0, 142 ,36,0,8,6,8,0,0,6,8,8,8,6,8,0,8 
1673 DATA 0,0,8,8,8,0,0,6,6,8,0,8,0,0, 
0,8,8, 189,40, 141,281, 03,260,3, 76 
1086 DATA 65, 156,169,1, 2 21,192,148,200 
, 4 3,169,60, 2 21,00,140,176,0, 169,1,157, 
144,146,76, 37,143,169 

1881 DATA 8,157,144,146,188,224,148,26 
8 , 204 , 136, 141 , 280, 74 , 189, 48, 141 , 261, 04 
,246,79,201,07,200,3,76 

1002 DATA S3, 150, 109, 16 , 141, 141 , 251, 15 
1,109, 32,141,141, 252,151,189,240, 148,1 
41, 254,151,238,254, 151,160, 8 
1683 DATA 204,254,151,268,5,169,6,141, 
254 , 151, 32, 80, 151, 281, 04 , 248 , 21 , 238 , 25 
4, 151, 284, 2 54, 151,288, 5 

1884 DATA 169,0,141,254,151,32,00,151, 
201, 04,248,1, 96,141,131,141,169,1,157, 
192,140, 76,44, 158,109 

1005 DATA 16,141,141,251,151,189,32,14 
1,141, 252,151,183,240, 140,160,136,192, 
2 55 , 268, 2, 168 , 8, 140, 254, 151 

1886 DATA 32,88,151,141,131,141,281,03 
, 246,11,201,84,240, 4,281,87, 288,13,76, 
44, 156,180, 96,141,192 

1887 DATA 6,240,238,76,44,158,189,16,1 
41, 141,251, 151,109, 32,141,141,252,151, 
236,254, 151, 169,0, 2 05,254 

1886 DATA 151,260,5,169,0,141,254,151, 
32,88,151, 141,131, 141,201, 8 3,248,11, 28 
1, 84,248, 14,281,87,246 

1009 DATA 10,76,247,149,188,96,141,192 
, 6,248,236,76,44, 156,189, 16, 141,141,25 
1,151, 18 9,32,141, 141,252 

1898 DATA 151,230,254,151,169,8,205,25 
4,151, 200,5,169,6,141,254,151,32,06,15 
1 , 141,131 , 141, 281 , 83 , 240 

1091 DATA 9, 2 61,04,240,12,201, 07,240,0 
, 96,100,96,141, 192,0,248,246,169,8,157 
, 224,146,32, 0,148 

1892 DATA 96,173,135,141,157,240,140,1 
69,8,157, 19 2,148,96, 163,0, 15 7,224,146, 
221,68,140, 248,6, 16 9,2 

1693 DATA 157,144,146,96,169,8,221,96, 
141, 288,16, 169, 17 6, 148,197, 19,268, 22,7 
6,60, 14 9,157,96, 141,157 

1894 DATA 112,141,164,19,268,288, 196,2 
0, 176, 1,268, 152, 157, 176, 148, 96, 0,0, 6, 8 
,8,8,0, 8,fl 

1895 DATA 6,169,255,56,253,88,140,281, 
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?S,144 j 16,201, 155 , 144,6,50, 233,128,76, 
157 , 150 , 56, 233 ,78,7ft 
DD 1096 DATA 15 7 , IS A , 24, If) 5,8,10,224,14,2 
08,3,141,0,210,76,0,0,(1,0,0,0,0,0,8,9, 
0 

DV 1097 OATA 0, 0, 0,0,0,0, 0, 0, 0, 0, 0 pfliQ^, 

a, 96,o,o»e, o, e, a, o, a, e 

MG 1100 DATA 0,0,0,0,72.167,16,141,129,14 

1, 104, 201, 10, 144 , 3 , 56, 733 , 10,238, 123, 1 

41, 76,7, 151 , 72 
OZ 1101 DATA 173, 129, 141, 153 , 1 B, 139, 70B , 1 

04, 24, 1(35, 16, 153, 18, 139, 152, 24, 105,4,1 

00, 78, 0,134,0, 0, 0 
5P 1102 ID 1 ATA 0,0,0,0,0,0,0,0,0,0,0,8,0,0, 

e, o, e,e, 173,274, 132, ?6, 0,0,0 

AZ 1103 DATA 8, 141, 170 ,96, 96, 0,0, 0,0, 173, 

264 , 151 , 201,0,240,44, 701,1,240, 57,201, 

2, 240, 70,281 
PJ 1104 DATA 3,240,02,201,4,240,95,281,5, 

240,106, 201 , 6, 246, 171,173, 251 , 151 , bb , 2 

33,41,141,251,151, LSb 
HO 1105 DATA 3. 206, 252, 151 , 76 , 245, 15 1, 173 

,261, 151, 173, 251, 151, 56 ,233, 40, 141, 251 

, 151 , 176 , 3, 706,252,151 j 70 
HC 1106 DATA 245, 151,173,291, 151, 56, 233 , 3 

9, 141, 251, 1S1, 176, 3, 206 j 252, 151 ,76,245 

,151 , 230,251,151, 169, 8, 285 
QD 1187 DATA 251,151, 208, 3, 238, 252,151, 76 

,245, 151, 173,251,151. 24,105, 41 ,141,251 

,191,144, 3, 230, 252, 151,76 
0M llOO DATA 245. 151, 173, 251,151,24,105, 4 

O, 141, 251, 151,144,3, 236, 252, 151,76,245 

,151, 173, 251, 151, 24, 105, 39 
HH 1109 DATA 141, 251, 151 , 144, 3, 238, 252, 15 

1,76, 245, 151, 205, 251,151,169, 255, 205,2 

61,151, 208,3,286, 252, 1S1, 76 
OV 1110 DATA 250,151,0,0,173,206,138,96,5 

, 0, B f B, 8, 6,0,0,0,0,85,05, 04,04,00, 00, 6 

4 

HH 1111 DATA 0,0,182,182, IB 2, 0,0, 0,0,55,8 

5, 21, 21,5,5, 1, 0, 0, 1, 5, 5,21 , 21,85,85 
ZW 1112 DATO 21, 5, 1,1, 1,1, 5, 21, 0,0, 0,0,0, 

65, 65,05, 64,60,64, 64,64,64. SO, 84, 85 
EU 1113 DATA 65,65,0,0,0,0,0,85,21,5,5,1, 

1,1,0,0,0,1,1,1,5,5,21,0,0 
DM 1114 DATA 64,64,64,00,00,84,04,00,00,6 

4, 64, 64,0, 0,0,0,0, 126. O, B, 8,8,8,0,0 

bc 1115 data a, 6, 24, 24,a,0, o, e, e, e, a,a,o, 
8,50,102,110,118,102,50,8,0,24,56,24 

UB 1116 DATA 24,24,126,0,0,68,102,12,24.4 
0, 126, 0, B, 126, 12, 24,12, 102,60, 0, 0,12, 2 
a, 60, 188 

ZH 1117 DATA 126, 12, 0,0, 126, 96, 124, 6, 102, 
00,0,0,60, 96,124, IB 2, 1B2, 58 , B, B, 126,6, 
12, 24, 40 

HU 1110 DATA 48, O, 0,6a, 102,60, 102, 102,60, 
8, 0, 60,102, 62, 6, 12 , 56,0, O, O, 24,24,8,24 

HU 1119 DATA 6,0,0,24,24,0,24,24,40,6,12, 
24,46, 24, 12, 6, 8,8, 8,126,0,0, 126, 0,0 

XB 1120 DATA 96,48,24,12,24,48,96,8,0,66, 
102, 12, 24 , 0, 24, 0,0, 68, 102,110, 110, 96,6 
2,0,0 

DP 1121 DATA 24,60,182,102,126,102,0,0,12 

4, 182,124,102,102 , 124 , B, 8,60, 102, 96, 96 

, 102,60 , 8, 8, 120 
0P 1122 DATA 180,102,102,108,120,8,0,126, 

96, 124,96, 96. 126, 6,6, 126, 96, 124, 96, 96, 

96, 6, 0, 62, 96 
JO 1123 DATA 96,110, 102 . 62 , O , O , 102 , 102 , 12 

6, 102 , 102 , 102,3,3, 126, 24, ?* - 24, 24, 126, 

0,0,6,6,6 

RH 1124 DATA 6,102,60,0,0,102,100,120,120 

,188,102,0,0,96, 90, 96,95, 96, 126, 0,0, 99 

, 119, 127, 107 
FC 1125 DATA 99,99,8,0,102,110,126,126,11 

O, 102,0, O, 60, 182, 182, 102 , 182, 68, 8, 0 , 12 

4, 102 , 102 , 124, 96 
Hf 1126 DATA 96, 0,0 ,6B . ±02, 102, 102,108, 54 

,0, 0, 124, 1B2 , 132 , 124, 100, 102,0, 0,63, 95 

, 50, 6,6, 60 




CIO 5 HEM LOADER FOR tiRflND PRIM II 

KT 10 0PEM »1, 4, O GP . OB J" 

XL 20 POKE 950,7 

MA 30 POKE S5Z,250:P0KE 853,91 

RO 40 POKE 856, 255 J POKE 857,255 

SO 50 K=U5R CaOR ("hhhCLUQ") ,16) 

QW 6B Q105E til : A-U5ft f 786723 



Listing 5 



KH 1127 DATA 0, 8, 126,24,24, 24, 24,24,0,0, 1 
02, 102,102,102, 102, 126. 8, 0, 102, 102, 102 
, 102, 60,24,0 

60 1120 DATA 0, 99, 99, 107, 127, 119, 99,0, O, 1 
82,102, 60,60, 1B2, 102,0,0,10 2,102 , 60, 24 
, 24,24, B, 8 

YV 1129 DATA 126,12,24,48,96,126,8,8,38,2 

4, 24, 24,24, 30, 0, 8, 54, 96. 48,24, 12, 6, 0,0 

, 128 

PD 1130 DATA 24,24,24,24,120,0,0,8,26,54, 
99,S,O,O,0, 0, 0, 0, 0,0,255, 8, 85, 17,1 

KO 1131 DATA 69,1,1,17,05,85,59,65,64,0,1 
, 55,81,05, 21,17, 1,1,17,21,85, 01,65,65, 
ft 

TB 1132 DATA 0,65, 59, 69, 63,64, 64, 81,81,64 
,60, 85, 85,69 , 69, 64, O. 1,65, 81, 85,44 , 68, 
64 , 64 

HO 1133 DATA 68,84,85,81,01,65,0,0,65,65, 
69, 85,85,85, 85, 85,85, 85,85, 05,86,05, 05 
, 85 , 05 

F5 1134 DATA 85,05, 65,85,85, 85,85,85,85, 0 
5,05,66,05, 85, 85,85,85, 05, 05,05,85, 85, 
85, 85,85 

FW 1135 DATA 85 , ^ , 1*5 r B5 , 85 , 85 , 65, 05 . 85 , 8 

5, 05,85 , 05 , 85 , 85 ,65, 05, 65, 85 , 85, 85, 85, 
85, 85,85 

GA 1136 DATA 85,65,05,05,85,85,85,85,05,0 
5, 65,05, 85, 85,85, 85, 65,85,05. 85,85,85, 
85, 85,85 

Gt 1137 DATA 85,85,85.85,06,05,85,85,85,0 
5,85, 65, 85,85, 05. 85,85,85, 05,85,85, 05, 
85,85, 35 

PK 1130 DATA 65,85,85,65,05,65,85,65,85,8 
5, 05, 85,85, 85, 24,24, 24 , 255,255,0, 0, 0*7 
3,97, 97 

UP 1139 DATA 73, 73,97,97. 73,85, 05, 05,85, 3 
4, 136, 05, 85,0,64,80, 60,04,84, 84,85,0,2 
4,00. 126 

NJ 1140 DATA 24,24,24,0,0,24,24,24,126,60 
,24,0,0,24,48,126,40,24,0,0,0,24.12,12 

6, 12 

TO 1141 DATA 24,0,0,0,24,60,126,126,68,24 

, 0, 33, 101,101, 169, 169,33, 33, 85,69, 73,4 

1,41,104,184 
EB 1142 DATA 97,81,85,69,68,106,106,68,69 

, 85, 61, 97, 184 , 104,41, 41. 73,69, 05, 72,72 

, 106 , 106,89, 89 
JN ±143 DATA 72,69,69,4i,41,±04,±04,8l,01 

,85,81, ±7,109, 109, 17, 81,85,01, 01,104 , 1 

84, 41, 41, 73,69 
SM 1144 DATA 49, ±17, 117,253, 253,49, 49,05, 

05, 61, 61, 68, 253, 2 41, 113, 05, 85, 59, 76. 12 

7, 127, 76,69, 05, 65 
H3 1145 DATA 113,49,61,253,124,76,69,85,7 

6,70, 127, 127,93, 93, 76,69,77, 127,127. 60 

,124, 69,65, 05, 81 
KH 1146 DATA 49,253,253,49,01,85,81,49,81 

,127,252, 76,77,05, 8, B, 48, 0,0, 0,42, 8,8, 

42, 34 

Eh 1147 DATA 2,18,40,42,0,8,42,2,10,2,2,4 

2, 8, 8, 2, IB, 40,34,42, 2,0, O, 42, 32 , 42 
LL 1140 DATA 2, 34, 42, 0,0, 10, 40, 32, 42, 34, 4 

2. B, 0, 42,2, 10,8,8, 8, 8,8,42, 34,42, 34 
TC 1147 DATA 34,42,0,0,4 2,34, 42,2,2,2, 0, 8 

, 42 , 34, 34 , 34, 34,42, 0,0,24,60, 126, 126,2 

4 

QI ±150 DATA 00, 0, 24, 24, 24, 24, 24,24,24, 24 
, 0, 126. 128, 124,110, 102,6,0,8,24, 56, 120 
,56, 24,8 

MS 1151 DATA 8,16,24,28,30,26,24,15,0,0,0 
,0,0,0,0,0,0.8,8,0,0,0,0,0,0 













CflS^E'lTF i (IfiDFH PROGRAM 



for GRANDPRIX II 



OV lO REN 
HI 11 REM 
AG 20 OPEK 81, 4,126, "C : '* 

HJ 30 FOR K=23296 TO 3995b ! GET 111, ft; POKE 
H , a : NEKT K 

dh 49 close m : z=usr 1 20&72 3 Listing 6 





GAZETTE 5AUER PROGRAM 



10 REM 

UK 11 REM TT^MFTr-T : I H J t M 

CC 20 OPEN ttl , 6,128, *'G : " ■ 

MP 30 FOR H-23296 TO 39936 :A~PEEK(K) ! PUT 

ttl , a : hekT « 
lk 48 close ttl Listing 7 
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A special offer for 
User Group members! 



OFF 



each new subscription 

Here's your chance to make sure of a 
regular copy of Atari User - the 
independent magazine that's become the 
premier source of information on the 
whole range of Atari microcomputers. 

Each month brings you a choice selection 
of first rate programs, powerful utilities, 
easy to follow articles and invaluable hints 
and tips - plus full coverage of what's 
happening in the world of the Atari, with 
in-depth reviews of all the latest products. 

If you want to know all there is to know 
about your Atari micro, Atari User is 
essential reading! 



ORDER NOW! 

Pleases send me the next 12 jssues of Atari User at the specially 
reduced User Group members' price of £9 ( normal price £12). 
Please indicate method of payment. 

j ] Access^'Mastercand/Eurocaid 



' 1 ■ L 



— i i i_ 



] BarcliaycardlAfisa 



l L 



j — i j_ 



1 1 j i 



I | Cheque/PO made payable to Database Publications Ltd. 
Name 



Address 



Signed 



Send to: Atari User, FREEPOST, Euxopa House. 
68 Cheater Road. Hazel Grove, Stockport SK7 5NY. 

(No stamp needed if posted In UK) 




ONE OF THESE 
COULD 
BE YOURS 

HOW? 

By writing an article or 

sending a program to PAGE 6 

During 1985 we will be giving away an Atari Writer cartridge to the author of the best article published in each issue and a Paint 
cartridge to the author of the best program submitted. All contributions will be re- considered prior to publication of each issue so 
that If you do not receive the award for a particular issue, your article or program will still be in the running for the next issue In addi- 
tion to this all articles or programs published will still be eligible for awards in the annual Readers Poll so it really is worth writing an 
article or sending in a program 

Articles may be on any subject of interest to Atari users and should be at least one magazine page length. Diagrams, charts, illus- 
trations or even photographs^) may be included If you wish Programs can be for any memory size and may be games, utilities or 
more serious programs provided they are of general interest If possible please submit articles and programs on a DOS2.0 or DOS 
2 5 disk (which will be returned or replaced if requested by a disk from the PAGE 6 Library). Any DOS 2.0 compatible word pro- 
cessor may be used If you do not have a disk drive, please use cassette but ensure that TWO copies are recorded, one of which 
should use LlST ll C:'\ Hard copy listings of programs are NOT required but documentation explaining how to use the program 
should be included Typewritten or handwritten articles are still welcome if you cannot manage disk or cassette and will be given 
equal consideration, Written program listings will not however be accepted Come on, let's see your articles and programs. 
Best of luck! 

This issue the award of a PAINT program goes to Chris Darkes for his splendid Grand Prix II. The 
ATARIWRITER award has been held overt or YOUR contribution. It would ha ve gone to Steve Pedler but he got 
one last issue! 




Pf Software-... 




OVER 80 DIFFERENT COLOURS CAN 
BE DISPLAYED AT ONCE 
INTERRUPT DRIVEN CURSOR 
4 BRUSH SIZES 
3 BRUSH SPEEDS 
AIR BRUSH MODE 
PLOT Xiteii* 
DRAWTO 
FILL 

DRAW CIRCLE 
SAVE PICTURE 
LOAD PICTURE 

SEPARATE PROGRAM TO DISPLAY 
DEMO PICTURE PICTURE 



Cheque$& i'.CVi to 

P r F. SOFTWARE 

14, KIRK STALL AVKNUE, 

LITTLEBOROUGH 

U\NCSOL15 9JA 



ALSO AVAILABLE 



FRUIT PICKIN (16k) Pick the fruit from the orchard whilst 
avoiding several colourful nasties {telephones, potted plants, cheese- 
burgers and morel. Extended use of P M Graphics provides up to nine 
individually moving 'sprites' five of which are multicoloured. With 
increasing difficulty levels, total MfL game action for super smooth 
movement and animation. Even the worst games player cant lose at this 
price? £2S5 

ALSO AVAILABLE M NEW PRICES ** 

FRUIT SALAD (16k) Mastermind type game using, colourful 
graphic fruits instead of boring pegs The varmutuaineoptionj make 1 tut 
a challenge for adults and with the 'fun graphics and 'total joystick input' 
an instructive entertainment for younger children. One or rwo players. 

£2 l )5 



Order both FRUIT SAI-AD *nd FRUIT PICKIN for only 



BLACKJACK (16k) Features realistic hi- res card display. Can you 
break the hank? Cl 95 

PICTURE PUZZLE {32k) Watch the piclure jumble ilselt up. Can 
you recreate the original picture'^ Two hi- res pictures to choose from. 20 
difficulty levels £2.9f> 
PICTURE TORMENT (16k) Picture is rotated Rublk" style 
horizontally and vertically. Ll is then up to you to sort i1 out 20 difficulty 
levels Also include bonus program to design your own pictures for use in 
the puzzle. £2.95 



Prices inc. p& p 



Overseas orders for single 
programs please add CO .50 
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BOUNTY BOB STRIKES 
BACK 

Big Five (U.S. GOLD) 

64k cassette (NOT 400/800) 

£9,95 

48 k disk £14.95 
1 player/ joy stick 

This game is, in effect, the follow up 
to the enormously popular MINER 
2049 er. It has taken some consider- 
able time for MINER* s successor to 
appear- the original Big 5 game is well 
over two years old -but in between we 
had the elusive Scraper Caper which 
failed to see the light of day. Stilt not 
to worry, Bounty Bob is back bigger 
and better than ever before in this 
latest game from U.S. GOLD and the 
good news is that it retails on cassette 
and disk at sensible prices. You won't 
have to fork out £50 for the ROM 
version. 

Most of you will be already be 
familiar with the scenario of the orig- 
ina] MINER game BOUNTY BOB 
follows a similar plot as our intrepid 
hero embarks on a journey covering 
25 exciting new levels in his bid to 
secure the mine and defeat the plans 
of the evil Yukon Yohan (whoever he 
may be!}. 

Gameplay is virtually identical to 
the original. You must guide Bob 
around the platform levels, filling in all 
the sections of the framework in order 
to 'claim 1 them, Deadly mutants patrol 
the framework and you can either 
avoid them by jumping over them or 
destroy them by collecting one of the 
many 'treats' scattered throughout the 
mine and then touching the mutants. 

Bob still retains his incredible jump- 
ing powers from the previous game 
but unlike MINER, you can vary the 
delay between pressing the fire button 
and directing the joystick and thus 
control his jumping distance. This 
greatly enhances the pi ay ability of the 
game. All the old familiar objects and 
modes of transport are there to both 



Jim Short 

reviews 
some recent 
releases 



help and hinder Bob - transporters, 
pulverisers, lifts and of course, the 
cannon and there are a whole batch of 
new ones waiting to be discovered 
and explored such as the gravity lift, 
grain elevator, suction tubes, mobile 
suction unit acid rain, utility hoist and 
a host of other wierd and wonderful 
contraptions. 

First impressions are generally 
important and the title screen is a 
mere taster of what is to folio w. A f 1 o ck 
of birds fly on carrying the letters of the 
alphabet and they quickly re- arrange 
them onto a huge 'billboard 1 affair to 
spell out the opening credits. The 
accompanying tune is excellent and 
sounds suspiciously like a re- working 
of the Superman and Star Wars 
themes. 

The high score table is another eye- 
opener. You must spell your name by 
pushing letters onto a conveyor-belt 
with the aid of a pair of bulldozers, 
whereupon the birds swoop down and 
transfer your name and score to the 
High Score billboard. The fun starts 
when your name is added to an other- 
wise full High Score table as the birds 
have to fit you into the correct slot 
whilst re- arranging all the other names 
and scores in their proper order. 
Clever birds these ones! 

My main gripe concerning the ori- 
ginal MINER game was that it was just 
too difficult especially for someone of 
my limited skills. No such problems 
with BOUNTY BOB though, an 




1 Options' Screen allows you to alter 
numerous game parameters to make 
the ga me as easy or as ha rdasyou li ke. 
You can choose to start the game with 
up to 4 lives, set the bonus life to be 
awarded anywhere from 10,000 to 
90,000 points, re-start the gameatthe 
point you left off after losing a life, 
enable 'secret messages' which allow 
you to 4 warp' to higher levels and so 
on. 

It would be no great shakes to write 
a book about this game but, naturally, 
magazine space won't allow it The 
graphics and animation are superb 
and the quality and variety of the 25 
levels are unsurpassed in any other 
platform game I've seen. Colour has 
been used to great effect with the mine 
levels constantly changing colour 
each time you play. Sound effects are 
also first rate 

Normally, at this point reviewers 
quote the tired old cliche that 'follow- 
up games are never as good as the 
original 1 but in this case it couldnt be 
farther from the truth. BOUNTY BOB 
STRIKES BACK is as important to 
your collection as STAR RAIDERS 
and POLE POSITION were. Mark my 
word it is destined to become the 
number one game of 1985, Miss it at 
you own peril! 

One final note. The cassette version 
of BOUNTY BOB is only compatible 
with the XL and XE models as it 
requires 64k RAM Owners of 400/ 
800 models will have to settle for the 
48k disk version. 
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MIG ALLEY ACE 

Microprose (U & GOLD) 
48 k disk £14,95 
48k cassette £9.95 
1/2 players 
Joystick(s) 



Someone at Micro prose is obvious- 
ly rather keen on flight simulators. 
MIG ALLEY ACE is the latest in a long 
line, following In the wake of previous 
releases such as SPITFIRE ACE, 
SOLO FLIGHT and F-15 STRIKE 
EAGLE 

There seems to be a trend these 
days toward combat-style flight simul- 
ators and this one, as the name implies, 
is no exception. The action supposedly 
takes place during the Korean war of 
the early 1950's where inferior U.N. 
jetfighters took on the mighty squad- 
rons of North Korean MIG-I5 1 s, or so 
the blurb in the enclosed booklet 
saysl 

You have a choice of three different 
game options, 1 player solo, 2 player 
head- to- head or 2 player co operative. 
The screen is split into two separate 
cockpit views, the top being player 
one's cockpit view and the bottom 
player two's or the computer's depend- 
ing on your game choice. This is 
slightly unusual for this type of game 
and takes a bit of getting used to at 
first 

The simulation covers several dif- 
ferent combat scenarios. You have 3 
lives in which to try and battle your 
way right through the card and, after- 
wards, you are accorded a rank based 
on how well you fared in battle. The 
ranks go from Novice through to 
WGFP (World's Greatest Fighter 
Riot) 

As flight simulators go, MIG ALLEY 
ACE is something of a let-down, parti- 
cularly in the graphics department. All 
the action takes place in the air with no 
facility for taking- off or landing and 
control is almost entirely from the 
joystick with the bare minimum of 
keyboard input As a result the game 
is best suited to complete beginners 
and a good idea would be to use it as a 
flight trainer before moving on to 
something more complex such as the 
brilliant F-15 STRIKE EAGLE. 

Sadly, the Atari version of MIG 
ALLEY ACE loses out to theC64 one, 
"The cockpit view is much more realistic 
on the 64 version with a proper cockpit 
canopy and an authentic rotary- dial 

44 PAGE 6 • Issue 18 





instrument display. The Atari version 
is more like a view out of a plate- glass 
window and the digital instrument bar 
is about as unrealistic as they come. 
The Atari is capable of a far superior 
display to that of the Commodore as 
Microprose have already shown with 
their versions of SOLO FLIGHT and 
F-15 STRIKE EAGLE and I honestly 
cannot understand why they should 
purposely make Atari the poor relation 
this time Leff s hope Microprose don't 
repeat this in any forthcoming 
releases, 

KISSIN* KOUSINS 

English Software 
48 k cassette £6.95 
48 k disk £995 
1 player 
Joystick 

1 must admit to having a soft spot for 
English Software. AIRSTRIKE was 
the first cassette game I ever purchased 
and it is still one of my 4 all time' 
favourites, I was a mite disappointed 
when they seemingly stopped suppor- 
ting Atari a short time ago (though I 
daresay they had their reasons), but 
now they are back again with some 
new title* The first of these is KISS1N 
KOUSINS and it has the distinction of 
being the first all- UK release to feature 
digitised speech. When the program 
loads you are greeted by a clear and 
precise voice announcing 'English 
Software presents Kissin* Kousins\ 
An impressive start Unfortunately, 
the game fails to live up to the opening 
sequence. 

You control a cute little character 
who is desperately trying to save his 
Kissin* Kousin although it doesn't say 
who from You must guide him through 
various street scenes, jumping over 
the many objects lining his path and 
avoiding the bombs being dropped 
from above. Stationary objects are 
easily dealt with but in subsequent 
scenes you will encounter moving 
caterpillars, kangaroos, bats, rubber 
frogs, gogglers and pogopoppers all of 
which combine to make the going 
really tough fl never once made it past 
those pesky kangaroos!). 




Graphics are nice and colourful if - 
dare I say it - somewhat Spectrumish 
in appearance but a lot more thought 
could have gone into the actual game. 
As things stand, it takes second place 
to the gimmicky intro. 

English Software may well be for- 
ever judged on the standards set by 
JET BOOT JACK, however they do 
have other good titles such as 
LEGEND OF THE KNUCKERHOLE, 
SOLDIERS FORTUNE and 
HENRYS HOUSE just waiting to be 
converted to the Atari. How about it 
English Software? 



HIJACK 

English Software 
48k cassette £6.95 
1 player 
Joystick 



HIJACK is yet another new title 
from English Software It is a helicopter 
rescue game along the same lines as 
CHOPLIFTER only, in this game, you 
must rescue VIP passengers from the 
roof of a high speed train and deposit 
them to safety in the rear security 
carriage. 

A nifty little jingle accompanies the 
opening title screen, clever compo- 
sitions like this being a traditional 
feature of many English Software 
games. A quick press of the START 
key and it's on with the action. The 
train is speeding across the bottom of 
the screen from right to left and you 
must swoop down in your chopper 
and pick up the VIPs who are running 
about on the roof of the train, waving 
frantically at you. Press the fire button 
to lower the rope and, once the figure 
has taken a firm hold, transport him 
back to the safety of the rear carriage. 
Simple, eh? Well, not quite. I forgot to 
tell you about the cannons firing at 
you from the hills and the huge trees 
that line the sides of the track and 
which you almost always fly into, or at 
least I do! Once all the 10 VIPs have 
been rescued you move onto the next 
level of play where gunfire from open- 
ings on the roof of the train is a further 
hazard. 

I like this game. It has clear, colour- 
ful graphics, good sounds and some 
excellent special effects. The way your 
helicopter bursts into a flaming fireball 
when it collides with a tree or is hit by a 
missile is incredibly realistic Worth 
£6 95 of anybody's money. 



ARCHON 

Electronic Arts/ Ariolasoft 
48k cassette £11. 9 5 
48k disk £14.95 
1/2 players 
Joysticks) 

ARCHON has been available for 
quite some time on import, at import 
prices, but is now being marketed in 
the UK by Ariolasoft on both cassette 
(previously unavailable) and disk so it 
is worthwhile taking another look at 
it 

ARCHON is a unique sort of game 
Whilst the basic theme has been bor- 
rowed from mythical folklore, the 
game itself offers a whole new concept 
in computer pro-grams combining the 
strategy of conventional board games 
such as chess with the high speed 
action associated with arcade style 
games, 

There are two sides - the Light and 
the Dark - each containing IS pieces 
or 'icons'. These take the form of 
legendary creatures such as dragons, 
unicorns; basilisks, man tic ores, trolls, 
bans h ees a n d sh apesh i fters. Th e sides 
are balanced in strength but are not 
identical. Each icon has its own dis- 
tinct weaponry and attacking strength 
and therefore some icons are superior 
to oth ers. The most po we rf ul ic o ns are 
the Wizard, who leads the white side 
and the evil Sorceress who commands 
the forces of the Dark side. 

The board layout is very similar to 
that of a chessboard with certain 
interesting differences. Whilst some of 
the board squares retain their normal 
black or white colouring for the dura- 
tion of the game, other 'luminance 1 
squares alternate back and forth bet- 
ween varying shades of black, grey 
and white. As icons have a power 
advantage on squares of their own 
colour, the luminance cycle must be 
closely monitored so that you can 
attack your opponent when the square 
is in your favour. 

There are 5 red 'power points 
situated at strategic places on the 
luminance squares. These heal injured 
icons and also protect them from the 
effects of magic spells. To win the 
game, a player must destroy all of his 
opponent's icons or occupy all 5 
power points with his own icons. In 
practice, the latter option is the more 
difficult of the two. 

All movement is joystick controlled. 




The icons are moved with the aid of a 
'target frame' and their movement 
from square to square is along the 
same lines as chess but also depends 
on whether the icon involved is a 
'Ground 1 mover or 'Fly 5 mover. Hy 
movers can jump over occupied 
squares whilst Ground movers 
cannot 

Sounds fairly routine, maybe even a 
little boring so why has Archon 
received so much praise? Well, 
ARCHON didn't gain its reputation by 
being a mere chess clone. The fun 
begins when you invade a square 
occupied by an opposing icon. You 
don't automatically claim that square 
as you do in chess, you must fight for it 

first! 

When two icons come face to face 
on any square on the strategy board, 
that square immediately pans out to 
fill the entire screen and forms the 
Combat Arena. It is now a fight to the 
death with the victor gaining the right 
to occupy that square on the board. 
Various moving obstacles add Interest 
to the arena battles but they are also 
pretty useful for dodging behind in 
order to escape your opponent's miss- 
iles. The Wizard and the Sorceress 
can call up a number of different spells 
in order to enhance the enjoyment 
and payability of the game. The ind i- 
vidual spells can only be cast once f so 
it is best to use them wisely. 

The graphics in ARCHON are truly 
outstanding, particularly in the corn- 
bat arena where the icons fairly l come 
alive. A word must also be said here 
about the packaging which is of a very 
high standard and includes a well- 
written and thoroughly absorbing 
instruction booklet complete with 
many game diagrams and drawings. 

ARCHON can be played either 
against the computer or a human 
opponent The computer plays a 
reasonable game but tends to be 
somewhat predictable and. after a 
short while, becomes rather easy to 
beat An 1 adept 1 version is now avail* 
able in the States where the computer 



plays a much slicker game, however the 
game only really comes alive when 
you play against a friend. Two player 
ARCHON is the meanest head- to- 
head confrontation this side of Middle 
Earth. If you haven t already bought it 
then do so now. You won't regret it 

MULE, 

Electronic Arts/ Ariolasoft 
48k cassette £11.95 
48k disk £14.95 
1/4 players 
Joystick! s) 

MU.LE is a strategy game based 
loosely on the game of 1 Kingdom'. It 
puts yo u an d up to three f e How pi ay ers 
(although the lack of extra joystick 
ports on the XL and XE restricts this to 
only one other player) on a barren 
alien planet and it is up to you to settle 
on a plot of land and develop the 
planefs resources. Your goal is to 
make as much money as possible and 
amass the greatest number of points 
in order to gain the title of 'First 
Founder". To do this you must buy, sell 
and trade your produce. You are 
helped (and even hindered!) in your 
task by a mysterious mechanical 
creature known as a IvLU.LE, 
(Multiple Use Labour Element). 

At the outset you can choose from 8 
different game characters with odd- 
ball names such as Bonzoid, Gollumer 
and Rapper. Each character has its 
own particular skills and capabilities 
and you must use them to their best 
advantage. During your daily toil you 
will be handicapped by random events 
like planet-quakes, acid rain, pest 
attacks and even runaway M. U. LE/s. 
You can t plan for them but they all 
add extra enjoyment to the game, 

There are ways to make a fast buck 
other than working such as paying a 
visit to the pub or catching the Wampus 
who lives in the caves (he 1 II pay you to 
let him go) and, in the higher levels, 
mining the valuable 'Crystite 1 mineral. 
At the end of the day though, success 
depends upon your exploitative 
skills. 

All events are represented graphi- 
cally with lots of fine animation and 
good use of colour. The sound effects 
are excellent too, particularly the 
catchy fitle music The packaging is up 
to Ariolasoffs usual standards and 
comes complete with a comprehensive 
18 page manual 

It is difficult to do a game of such 
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complexity proper justice in a short 
review. It won t appeal to everybody 
but if you are tired of arcade- style 
games or never liked them in the first 
place; then you 1 il find RULE, one of 
the most fascinating and imaginative 
games available anywhere 



! * ZINDERNEUF^ 




MURDER ON THE 
ZINDERNEUF 

Electronic Arts/Ariolasoft 
48k disk only £14,95 
1 player 
Joystick 

Fancy a game of Cluedo? This 
strategy game from Electronic Arts is 
more or less an enhanced version of 
the popular Waddington board 
game. 

The plot reads exactly like an Agatha 
Christie 'whodunnit' and goes some- 
thing like this: The year is 1936 and 
the luxury airship ZINDERNEUF is 
flying 5,000 ft above the Atlantic 
Ocean on a voyage from London to 
New York There were 16 passengers 
on board when the ZINDERNEUF left 
London but now one of them has 
been brutally murdered You play the 
part of the detective who has the job of 
solving this hideous crime and you 
have just twelve hours (36 minutes of 
real time} in which to do so. 

You begin by choosing your detec- 
tive character from a list of eight. They 
are all based on famous fictional det- 
ectives but their names have been 
altered slightly to give them a comical 
appearance. Thus Inspector Cluseau 
becomes Inspector Klutzeau Hercule 
Poirot becomes Achille Merlot, Miss 
Marples is Agatha Marbles and so 
on. 

The screen display is a plan view of 
the passenger section of the ZIN- 
DERNEUF and you use the joystick to 
guide your detective round the many 
rooms and corridors of the airship, 
searching for clues and passengers to 
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interrogate. 

You may question the passengers 
in a number of different waysand your 
approach is all important as it deter- 
mines how the passengers will react If 
they like your approach you may 
glean some worthwhile information 
from them but if they don 1 1 like it they 
may tell you to Take a hike' or £ Jump 
in the lake 1 ! By carefully studying the 
clues and various pieces of verbal 
information you should be able to 
come to a logical conclusion as to the 
identity of the killer. You then present 
your 'final accusation whereupon the 
murderer's true identity is revealed 
along with their reasons for committing 
the crime. If your accusation is correct 
you are then awarded a rank based on 
how well you solved the crime. If it is 
incorrect ali you get is a torrent of 
abuse! 

Once again the game packaging is 
first class and the instruction booklet is 
a riot Reading it is almost as much fun 
as playing the game If you are looking 
for a game that exercises the brain 
rather than the trigger finger why not 
take a trip aboard the ZINDERNEUF? 
It beats playing Cluedo anyday 

ONE-ON-ONE 
Electronic Arts/Ariolasoft 
48k cassette £9 .95 J fa* ^ 
48k disk £14.95 
1/2 players 

Joystick(s) jL. yH 



If you follow the sport of basketball, 
American style you will be familiar 
with the term l one-on-one\ For the 
uninitiated it simply means one against 
one and in this sports simulation you 
can enjoy a basketball shakedown 
against the computer or a friend. 

The game itself was written in con- 
junction with American pro-basketball 
players. Julius Erving and Larry Bird 
and you have the option of controlling 
a computer version of either player. 
Several difficulty levels are selectable 
at the start of every game, ranging 
from 'Park and Rec (easy) through to 
'Pro' (very hard} and you can also set a 
number of game parameters to choose 
a timed game with four quarters of 
play or to play to a set score, and to 
have 'winners out 1 or 'losers out' after 
a score is made. If all these terms 



sound like double-dutch to you, don't 
worry as they are clearly explained in 
the instructions enclosed with the 
program 

The actual play centres around one 
end of the court only. Joystick control 
of your player is surprisingly easy and 
all offensive and defensive manoeu- 
vres such as dribbling spins, jump- 
shots, steals and blocks are carried out 
with a combination of complicated 
joystick and firebutton commands. 
Graphics are excellent with some of 
the slickest animation you are ever 
likely to see. 

Foul plays are catered for in the 
higher levels of play with the referee 
putting in a regular appearance to 
make sure justice is done. There is 
even a 'fatigue' element built in to the 
game and bar graphs at the bottom of 
the screen indicate how strong/ 
fatigued your player is. When things 
get critical you can take a 'time ouf to 
restore your player's flagging 
strength. 

ONE- ON- ONE is another game 
which is best played against a human 
opponent (the computer is just too 
dam n good!). I would have p referred a 
full blown basketball game with two 
separate teams rather than single 
players but this is certainly a worthwhile 
alternative. 

HARD HAT MACK 
Electronic Arts/Ariolasoft 
48 k cassette £9.95 jj fifr r- 
48k disk £12.95 UH$ 
I player jMmW 
Joystick m 

The version I reviewed in issue 16 
was an import which was available on 
disk only but now ARIOLASOFT 
have made the game available on 
cassette. It is still the same game 
though and faces stiff opposition from 
the many other platform games 
around. 



Also received for review 

STRIP POKER from U.S. GOLD. 
64k cassette or 48k disk at £9.9 5 
or £14.95. 



Reviews next issue include RED 
MOON and WISHBRINGER 
Adventure fans should not miss 
it! 




METACOMCO 
& THE ST 



Metacomco is a name much in the news recently for its work 
on Commodore's Amiga but this conceals a much longer 
history within the personal computer market One of their 
earliest major software projects was working with Digital 
Research (of CP/M fame} on what became Personal BASIC 
which will be the ST s BASIC Since that time, Metacomco has 
developed TRIPOS, a multitasking OS (the core of the Amiga 
OS) as well as a formidable array of languages and develop- 
ment tools - ISO Pascal LISP, BCPL editors, linkers and much 
more, 

QL users will already be familiar with Metacomco 1 5. Editor/ 
Assembler package as well as an excellent ISO PASCAL so it 
should come as no surprise that they are producing a full range 
of languages and development tools for the Atari 520 ST. 

The first and most essential, release is a Screen Editor which 
allows easy development of source code with its range of 
immediate and extended commands One slight disappoint- 
ment is the installation on GEM which is of the TOS takes 
parameters' application type rather than a full integration into 
the GEM environment although this proves to be no handicap 
in operation. The default text buffer is 16,500 words (appro* 
60 K) which should be sufficient for most applications but may 
be increased if required. The immediate mode allows quick 
and easy movement around the screen whilst entering text and 
editing with the extended mode gives access to a useful range 
of facilities covering block control movement, search and 
exchange, altering text and repeating commands 

The next release should be a full feature 68000 Assembler 
{currently in Beta test) which will incorporate the Editor (as 
should the othei language packages). When 1 spoke to 
Metacomco about the Editor, I was assured that initial pur- 
chasers of this package would be able to obtain some adjust- 
ment in price or similar if purchasing a similar package 
incorporating the Editor, 

Future releases include a full ISO standard Pascal which will 
produce native code. Lattice C (a very powerful 16- bit K&R 
implementation with extensive libraries), BCPL (also a very full 
and powerful version) and LISP (Cam bridge, an implementa- 
tion previously available only on mainframes and mini's). By 
themselves, this range of software would make the ST a very 
powerful software development system but' combined with a 
price tag of under £100 per language package, Metacomco 
make the Atari ST into the most powerful system for under 
£1000. To illustrate this point a little further. Lattice C averages 
around£400 for any other 16- bit machine and 1 believe a Mini 
or Mainframe Cambridge LISP would cost well into four 
figures. You wilt be able to buy both plus a 520 ST and still have 
change from £10001 

There is a note of caution though Don't expect to see large 
numbers of entertainment packages suddenly appearing. The 
first releases are unlikely to make use of more than a fraction of 
the machines capabilities as it takes time (lots of it) to develop 
software using the best part of half a megabyte of memory in an 
efficient manner. It 1 sail too easy with sloppy coding. Atari have 
provided a very powerful machine and Metacomco are pro- 
ducing a powerful set of tools for using it but if s up to software 
houses and individuals to get the best from the machine. 

Lawrence Miller 



Campy 








Best Prices for 





BLANK Dl 

in the UK. 

Top Quality 5 1" Bulk Packed Disks 
(Hub-Ringed aod In White € rwelop« with a lifetime rarrty) 

FREE!!! Plastic Library Case wortti £2 
when you buy 1 0 Disks 

FREEH! Ferspex Disk Storage Box worth 
£1 0 when yoy buy 50 Disks 



10^ 5'f SdNGLE SIOEQ'DOUBLE DENSITY 
BLANK OfSKS (with FREE case) 

1 0 - SI' DOUBLE SIDED/DOUBLE DENSITY 
BLANK DISKS (with FREE case) 

50 - 5? SINGI£ SIDEDTOUBLE DENSITY 
BLANK DISKS (with FREE Storage Box) 

50 - 5i" DOUBLE SIDED/DOUBLE OENSFTY 
BLANK DISKS (with FREE Storage Box) 



£9 
£13 
£49 

£69< 



*5 



- £1 P*P 




«MH MSPaTCHE P: Sane dap 111 OMf tart 

Yuu are not CMTipltiirh,- 
utliAcd lilfi -f'tHji purcbni* w* will richer exchange 
your dlihi « qh* * fUU. ftlRJMD - tlu-'i the 
Compum+rr OusTiafrtcE . 



Cu i^ M iirt , ion pi ps j 



+ £1 p&p 

+ £9 p&p 

93 
I £9 p&p 




. , . with the Multi-Viewterm/Datatarl 
modem serial interface plus software 
package from Miracle Technology. 

This unique comms package gives 
ATARI* users full Prestei* facilities, 
including graphics, and allows access 
to Micronet*, Viewdata systems, telex, 
electronic mail, bulletin boards and 
databases. Datatarl handles baud 
rates of 1200/75, 75/1200, 1200/1200. 
300/300, 850 Interface not required. 

For models 400, BOO, 600XL, SQ0XL, 
65XE> 65XEM and 130XE used with 
suitable modems. 

To get your ATARI on-lfne, all the way, 
clip the coupon today. 



Please send me 

□ Multi-Viewt&rm/Dalatari packages @ £59.95 

inc VAT + £1.15 UK P/P. 

I I I enclose chequeypostal order 

l_U Charge my AccessA/isa card no: 



expiry date 
Name . . . 
Address . . 



FULL 

PRESTEL 

FOR 

ATARI 

USERS! 




Postcode 

sencr to: 

Atari Support 4, Miracle Technology (UK) Ltd. 
St Petere Street. Ipswi&h I Pi ixb. 
Tel 0473- 503C4. 

'rog d trade rrurtj <jT ih* curnpanva. CDTCemed 
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Qames 




by A. S. Dewdney 



This game is a version of one of the the classic computer 
games and will run on any Atari 

You are the pilot of an old bomber flying low over a 
deserted city. Suddenly one of your engines fails and you 
begin to rapidly lose height The situation looks hopeless 
when you suddenly realise that you have a full bomb bayt 
Your only chance is to bomb all the building s flat so that 
you can land safely. If you land safely you are awarded 
1000 points before going on to another city. The buildings 
will be higher and your bombs will become less effective. 
To make things a little easier you have on board 3 
emergency boosters which will provide some extra height 
You will be awarded an extra booster after clearing each 
city. 

The program is written using Graphics 0 which only 
permits 2 colours. To make the game more interesting 
Players have been used to form the sun, clouds and an 
extra plane 

The effects used in the title page are achieved using the 
Colourflow program from issue 14 of PAGE 6. When you 
crash, the whole screen appears to shudder which is done 
by scrolling the screen up and down. The game also awards 
ratings and includes a hi- score feature. 

Happy Landings. 



EI 
YC 
VH 
EB 

rv 

EM 
N H 
LN 



REM MHHHHW I HHHtW MM M MM M MM H KM H MMHMTC H K 

RIM * BLITZ * 

REM * by A . S . OEHDNE Y * 

REM * * 



PAGE & MAGAZINE " EHGLAHD ** 
(KWXXMKKWKWKKKHKKHUKKHKMIIHXKH 



REM * 
REM «H 
REN 

RESTORE SO0O0;G85UB 24000 
JH 10 GRAPHICS 0 1 POKE 752, 1 ; POSITION 14,1 

0 ; ? "PLEASE WAIT" 
UH 11 5 ETC OL OR 2 , 9 , 8 : 5E TCOLOR 1,8,0: SETCO 
LOR 4,3,8 

HG 12 GOSUO 20000; FOR T-S342B TO 53251 : PO 

KE TT , 0 sMEKT T 
CI 13 G05UB 9808:? 

OU 15 GOSUO 7 000 ; 5C=0 7 B5-4 : PP = 3 

ES 1€ ? "H'^POKE 02, 2i PSP=SP*2 

YF 17 POKE 53240 , 100 ! POKE 5I2iS, 78 ! POKE 5 

3250, 110 
KO 28 Y=2i:? ■■n ,, :5 = o 

BY 21 COLOR 93 i PLOT 8,l±DRAHTO 39,1; PLOT 
39, 1 

MH 25 POSITION 4,8:? " < < <GHSB> > > B_";P 

p 

YL 26 H$=5TR$CMISCJ :P0SITION 26-tLEMCNSJ- 

13,8:? "HliEORE-"; H1SC 
TJ 27 PK=258 : POKE 5X251, PK 
IU 28 POSITION 15,22!? "t'OO "JSC; 
DU 30 FOR T~* TO 32 STEP 2 
AB 48 FOR G = 8 TO HI+CRNDE05 *B J -4 
EG 58 V=Y-1: POSITION T, Yl* 
CX 60 NEKT G ! POSITION T,lf !? " + " 
IK 78 ¥=21 ! NEKT T 
FA 80 FOR T-5 TO 33 STEP 2 
KO 90 FOR G-B TO HI+CRHOC83 4*6 > ~ 3 
UK 100 ¥ = ¥ — 1 I POSITION T,Vi? "-" 
HI 118 NEKT G: POSITION T , Y ? ? "=" 
RH 120 Y=21 : NEXT T 
JHJ 125 SOU HP 0,255,12,0 
08 130 X=I;Y=3;TRAP 500 
PC 135 REM nTiB<:»Mrflia 
ZV 140 POSITION H, VI* " , 

GS 141 IF STRIG CO) =8 AMD BOMB=8 AND Y<19 

f HEN GO SUB 1080 
TN 142 IF BOMB —1 THEN GOSUB 1020 
SO 143 IF K>=29 AND Y = 19 THEN GOTO 0800 
EE 145 IF 5-1 THEN SC-SC+IOtPOSITJON 21,2 

2 ! 7 SC l 

UF 148 PK-PH-PSP : POKE 53251, PK 

AX 158 K=K+SP!IE X>=35 THEN X=8 ! Y= Y*l 3 PQ5 

ITION 35,Y-1:? M "J 
BX 1©0 LOGArt K+4,Y P D:IF D<>32 AND D<>35 

THEN GOTO 1000O 
ZS 170 IF STICK COS =14 AMD Y>3 AND PP>0 TH 

EH Y=V-1 : POSITION X , Y+l : ? " *': SOUND 

1, 108, 14, 15 : GOSUB 588 
NO 100 GOTO 140 

DJ 300 TRAP 380 : PK = 220 7 GOTO 140 
AY 500 PP— PP-1 ! POSITION 20,0;? PP 
RO 510 SOUHD 1 , 0, 0, 8 : RETURN 
OH 999 REM liM^M^-lJi^l^J 
UF 1080 BGHB=1:BCH=0 
KB 1O10 BX=X+1 : B Y=Y+I iRETURM 
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LF 1020 IF BY>=10 THEM POSITION BX, B Y S ? " 
" : B OMB - O : BCH = 0 J SOUND l,B,e,Q ! S = 8 I RETU 
RN 

YK ±821 BY=BY+1 

LP 1623 IF 5 = 1 THEN 5£>UND l^Jfl^fl,?; S-O 
TH 1025 POSITION DK , BY : ? "«■* 
GN 1826 POSITION BN , BY~1 : ? " " 
AB 1030 LOCATE Et H j B Y+ I , BD 

OH 1848 IF BD<>32 THEN BCM==BCH + 1 1 S=i ! IF B 
CH>B5 THEN BCH-0 ; BOHB-H j POSITION BK, BY 

:? ■■ : 5-e: SOUND 1, 8, 0, e : return 

AH IflfiO RETURN 

HT 5999 REM fjl «■ 

IB 5000 SOUND 0, 8,6., 0: SOUND- i,B ( l),(); BOMB = 

0 1 S~e ! BCM=»:CITY=CITV+1 
AM 5085 IF CITV=4 THEN G8SUB 13808 JCITY=1 
BB 6818 POSITION 12,18;? "CONGRATULATIONS 

I 11 

KI £815 IF HI>=11 ANB BS>4 THEN B5=B5-i 

BZ 6818 IF 11I>11 ANB BS<5 THEN SP-i 

JH 6020 FOR T = l TO 40 ? SOUND I , Zfl5~ CT**2) , » 

, 15 : 5C=SC+25 : POSITION 21,22:7 SC; : SOUN 

D i,0,e,0:HEXT T 
II B838 FOR T=l TO 158 : NEXT TlIF HI<12 TH 

EN HI=HI+2 

UH 6040 POSITION 11,11!? " SET RE A BY ! 11 

KK 6858 FOR T-l TO 108 ; NEKT T 

5J 6060 GOTO 1 6 

PF 6999 REM fslN-;VJJ:L1 

UY 70QO P=PEEK C1863 -S 

PG 70O5 RESTORE 7870 

UU 7818 POKE 54279, P : PHB=P*256 ! POKE 559*4 
8 

EM 7828 POKE 53277, 3 
51 7030 POKE 704,38 

IM 7858 FOR T=PMB+Si2+35 TO PMfi+512+42 
VV 7868 READ A ! POKE T , A : NEKT T 
YS 7878 DATA 60 , 126 , 255 , 255 , 255 , 255 , 1 26 , 6 
0 

U5 7068 POKE 7B5,14 
EP 7898 POKE 532^7,3 

RK 7106 FOR T=PHB+640+50 TO PMB+648+57 
UI 7110 REAI> A : POKE T, A: HEHT T 
YF 7128 DATA 68,126,255,255,255,255,126,6 
8 

MB 7138 FOR T=PMB+760+42 TO PMB+768+47 

OR 7148 READ A t POKE T , A ; NEKT T 

MM 7150 DATA 16, 56, 124, 255 > 62 , 24 

US 7155 POKE 786, 14 ! POKE 53258,3 

AO 7168 PX= 250 J POKE 53251 , PK 

PA 7178 POKE 707, 62: POKE 623,9 

5M 7168 RESTORf /ZB8 1F0R T=8S6*PMB+45 TO 

895+PHB+52 
HG 7198 READ A : POKE T , A I NEKT T 
MJ 7288 DATA 12, 25, 51, 25 4, 48, 24, 12, 4 
AH 7218 RETURN 
KO 7999 REM l;MBf T I4-H 
JU 8088 FOR T-5324Q TO 53251 
GH 0818 POKE T , 8 J NEKT T 

RH 8828 SOUND 1 , O , O , 0 ; SOUNB 8 , 8 , 0 , 0 : SETC0 

LOR 2,9,8 
LG B838 T "H" 

PF S835 IF 5P=1 THEN SC-SC#18ftB 
OF 8848 IF SC<708 THEN A$="USELE5S" : GO TO 
8200 

JW 8858 IF SC<2688 THEN AS -"POOR" i GOTO 82 
00 

TI 0858 IF SC<5508 THEN A$=" LEARNER" ! GOTO 
B288 

AA 8878 IF SC<8808 THEN AS'-"HOT BAD!": GOT 
O 02B0 

DU 8886 IF SC<9008 THEN AS-"MOT STUFF*" :G 
OTO S20B 

UU 8898 IF SB<12860 THEN A$="EHCEL LENT ! " i 
GOTO 820Q 

FH 01O8 IF SC<19080 THEN A$="ACE !" ; dOTU 6 
2t»B 

BH 811B 0^ -"BRILLIANT ! ! " 

OM 0115 IF SP=1 THEN 5C=3C-1060 

RM 8200 POSITION 6,6:? "YOUR RATING IS! " 

; A$ 

LH 821ft POSITION 6,8:? "PRESS tULli TO CO 
NTINUE" 

EK 8220 IF PEEK C532793 <>6 THEN GOTO 8228 



,/ »t mm ™ 

[ [ [ [ [ I [ U [ [ 
FLY YOUR HflRLD HAR II" 
BOMBER OVER THE DESERTED" 
CITY AMD TRY TO BOMB ALL" 
THE BUL DINGS SO YOU CAN** 
LAND SAFELY!" 



AO 8238 GOSUB 9006 

AH 8240 RETURN 

NB 8999 REH H ? 1Ai :TITil KtiVm 

OJ 9000 7 "N" ! HI=5 : SP=1 :POKE 02,6 
T = 53240 TO 53251:PEJKE T , 8 ! NE HT 

RN 9885 POKE 559,8 

RL 9618 ? 

AS 9828 ? 

Mi: 9838 ? 

QO 9040 ? 

AH 9850 ? 

YG 9868 ? 

KP 9078 ? 

RG 9880 ? 

01 9681 ? 

GV 9882 ? 

TH 9603 ? 

OG 9004 ? 

UN 9885 ? 

CO 9085 ? 

UL 90B7 ? 

KK 9060 ? 

HK 9089 ? 

ZO 9890 ? 

YN 9180 ? 

GI 9110 ? 

5P 9128 ? 

YP 9138 ? 

OK 9131 ? 

AP 9148 ? 



TOR 



■>+ 
"» 
"» 
"* 



<THE BUTTON BDHB5> - 

HUSH THE JOYSTICK UP TO - 
FIRE OFF YOUR 3 EMERGENCY- 
BOOSTERS FOR MORE HE IGHT ! - 
speed ;Fast: <Eiaiia3> - 



AFTER EACH SUCCESSFUL 
LANDING YOU ARE AWARDED 
A BONUS BEFORE GOING OH 
"* TO A HARDER CITY 

"*t 
■■ W 
"* 

"«- TOWERS JLOM : C MJNJJ^ -■ 
"*" + 

PRESS W3=Si TO PLAY 

"*-*-*-*-«-*-*-»-**-«-«-*-*-*-' 
BP 9145 POKE 559,46 
NG 9150 CON^PEEK CS3Z791 
DY 9155 IF CON-6 THEN RETURN 

US 9160 IF CON =5 ANB HI-5 THEN HI=lB : POSI 

TION 17,19!? "HIGH":GOTO 9210 
OS 9170 IF C0N=5 AND HI=9 THEN HI=5: POSIT 

ION 17,19i? "LOM "I GOTO 9210 
NT 9180 IF CON=3 ANB SP=1 THEN SP=0.5:P0S 

ITION 17,17!? "SL0H":GDTO 9218 
DE 9190 IF COH = 3 ANB SP = O.S THEN SP=-1 ! POS 

ITION 17,17:? "FAST**! GOTO 921B 
CR 9208 IF CQN=6 THEN RETURN 
VG 9210 FOR G=l TO 10 ! NEKT G : GOTO 9158 
KU 9999 REM Fri T T-TTX-TTIJI 

PY 18888 POSITION K , Y ; ? B6 ; "* , ./'*:SOUHI> 8 

,0,6,6: BOMBED 
NF 18010 GO SUB 1150B 
OJ 18812 FOR G=l TO 56 : NEKT G 
LN 18815 SETC6L0R 2,9,8 
EF 18016 IF SOHISC THEN HISC = SC 
UL 10820 GOSUB 8088 I SC = 0 : PP"3 
OZ 10O4B ? "It": GOTO 16 
EH 11816 IF SOHISC THEN HISC^SC 
KM 11580 FOR 5=15 TO 3 STEP ~2 
OC 11528 K=(S/X)+6.2 

OB 11538 FBR T=32 T6 28 STEP ~K:P6KE 568, 

TlSOUHfr 1,108,6,5 
RL 11540 SOUND 1,68,8,5 
AH 11545 SETCOLOR 2,T,T 
LH 11558 NEKT T 

HK 11560 FOR T=28 TO 32 STEP H : POKE 568,1 

: SOUND 1,66,3,5 
BE 11565 SETCOLOR 2,T,T 
ME 11578 NEKT T 
LH 11588 NEKT 5 
BO 11596 POKE 568,32 
YZ 11688 FOR T=3 TO 8 STEP -8,1 
YN 11610 SOUND 1 ,T#9,8J 
LR 11630 NEKT T 
DU 11708 RETURN 
OB 12 99 9 REM I JiHiM^TiMi^l 
VU 13088 FOR D-l TO 50 ! NEKT D 
DT 1301O PP=PP+l 
AK 13828 POSITION 28,0:? PP 

UZ 13638 FOR T^iS TO 8 STEP -0,5: SOUND 1, 

48,16,T;NEMT T 
HK 13048 FOR D"l TO SO NEKT D 
GH 13858 RETURN 

KH 19999 REM f^iOTT^rf ! t-1 iI-T>i I J ;M 

L V 20888 DIM DEF$C261 :DEF$-" = _ +*, ./tS£'PC] 

1234567890 C_J " ; DIM AS C30> , H$ (103 
EH 28018 STARTS tPEEK 11865 -0>*255 : RDL=5734 

4: FOR 1=8 TO 512: POKE START+I, PEEK (RDL 

+13 :NEKT I 
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WATCH OUT SO UTHEND- ON- SEA! 



MIKES COMPUTER STORE 



OPEN SOON 



Watch local papers 'Evening Echo' and f Yellow Advertiser* for 
details of your new local ATARI specialist. 



BLITZ continued from page 49 



JE 


28015 


RESTORE 2O05O 


JG 


28280 


DATA 


0,0 


, 170 j 0, 170, O, O, 0 


NH 


20020 


FOR I 


-1 TO 26 : P05-5TART+ CA5C COEF 


VU 


23999 






S CXJ J - 


323 «fl 


:F0R J— 8 TO 7: READ A ! POKE P 


JN 


24000 


GRAPHICS 


0 ; SETCOLOR 2,3,61 SET COL 






: HE KT 


J i HEKT I 




OR 4, J 


, 0 






5U 


20030 


FOR J 


=12 TO 33: POKE START+1,255- 


NH 


24085 


SETCOLOR 


1,0,12 




PECK CRDL+I5 ; NEHT I ; POKE 756 , START^Se : 


VH 


24810 


POKE 


752 


,1 




RETURN 




AE 


24020 


POKE 


02, 


3 ; 7 : 7 : 7 


GB 


2805 0 


DATA 


24, 68, 126,255,255,255,255,2 


AU 


24830 






ft.S.D Presents. . . 11 




55 






OF 


24048 


7 i 7 






RJ 


20060 


DATA 


2 55, 255, 255, 123 , 129, 129, 255 


WT 


24058 


? 11 








, 25 5 
















KS 


28878 


OATA 


2 4, 2 4, 60, 60 . 102 , 12 6, 195 , 2 55 


OT 


2 4 060 


7 11 




^ ■ ▼ ▼ A 


LI 


280S0 


DATA 


137, 255 , 14 5, 255, 137, 255, 145 




' " 










, 255 






JK 


2407O 


7 11 




Am. m m m am 


EE 


20090 


DATA 


32, 46, 56, 63, 63, 31 , O, O, O . 24, 














36, 25 5, 51, 255, 0 , 0, 0, 32, 32, 160 , 224, 160, 


ML 


24088 


? " 




mm m ■ ■ aw 




32 , 32 
















ZU 


2O1O0 


0 A T A 


255 , 24 , 60 , 102 , 66 , 126 , 102 , 60 


GF 


24090 


7 " 




mm ■ ■ AT" 


BC 


20156 


DATA 


124, 196, 192, 124, 6, 198 , 124, 6 


GA 


24100 


7 " 






KE 


20157 


DATA 


8, 124, 193 , 12 3 , 120 , 12 3, 158, I 


KH 


24110 


t ■■ 




mw imm mm m^mw 


GS 


24 
















20158 


OAT A 


124 , 19©, 130, 130, 130, 190 , 124 


ER 


24128 


7 I 7 


I ? 


im MCH EHPLOSJUE EH PER I 




, e 








Id M*J 


1 






HA 


28159 


OAT A 


0,252, 134 , 134, 252 t 248, 155, 1 


VA 


24130 


COLOR 


148 : PLOT 0,0: DRAHTO 39 , 0 ! O 




34 








R A WTO 


39 , 23 


:drahto o,23:drahto o,o:plo 


G.G 


28160 


DATA 


252,134,120, 248,192, 134,252 




T 0,O 










,B 






AF 


24250 


P05ITI0H 


O, 19 


OF 


28161 


DATA 


24, 56, 24, 24, 24 , 24, 68, 0 


CT 


24260 


? + 




— press <Hfi1:>i> — " 


JV 


20182 


OAT A 


124, 198, 134, 12, 56, 90, 254 , O 


"HH 


24270 


GO SUE 


30800 


LZ 


28163 


DATA 


124 , 198 ,2,30 , 2, 198, 124 , 8 


PL 


24200 


SOUND 


ij 


0,0,01 SOUND 2,0,0,0 


OG 


20164 


OAT A 


60, 96, 192 , 152, 222, 124, 24, 0 


OU 


24500 


RETURN 




zr 


28165 


OATA 


2 54 , 128, 128, 252 , 6, 198, 124, 6 


BH 


29999 




vv 


20166 


OAT A 


124,238,192,2 52,198,198, 124 


MB 


30080 


FOR D 


=1530 TO 1550; READ H;P0KE D 




i 8 








, H : HE HT D 






BP 


28167 


OATA 


126 , 198, 12, 24, 48,48, 48 , 0 


FP 


3801O 


DATA 


104 


,17 3, 11, 212,101 , 26,141 , 1 


LL 


20168 


OATA 


124, 198, 198, 124, 198, 198, 124 




O 










,8 






BH 


3OO20 


DATA 


212 


, 141, 24, 288, 173, 31 , 200, 2 


IK 


28169 


DATA 


124,198,190, 126,6,198,124,8 




81, 6, 240, 3, 


76, 


1,8,96 


VN 


2B178 


DATA 


124, 198,138, 146,18 2,198, 124 


UN 


38025 


SOUHD 


1, 


240 , 10 * 6 : SOUND 2,242,18, 


LK 


,0 

281S0 


OATA 


255, 0, 255 , 0,0,8,0,0 


CI Y 


6 

3 0030 


A=U5R £15363 


EJ 


28198 


OATA 




DP 


30040 


RETURN 


□ 
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Issues 1 - 6 t S + 9,l 1 SOLD OUT 

Issue 7 £1.00 inc, postage 

Issues 10 onwards £1.20 inc. postage 

Overseas readers please see page 3 




Issue 7 

Slit* 

Seasons Greeilny* 
ijfki b-s 

Going inw a Drive- 
BUGS 

Atari Basic Sourcebook 
Ynur Own Bulletin Board 
Firm Slept 
Largeprlnt 



Issue 10 - AdvcriliiTs: Special 

Advt 'iitu rpiLnrarl 

Scott Addius [nfurvtau 

Atari Adventures 
When All Else Falls 
HOUSE OF SECRETS 
CHamonds 

Spinner 

St lei-n Colour 

... plus the usual features 

Imkut. 12 

Rescue Mission 

Gangsters 

Vitrsnrl 2 

Re n umbcc 

Indus GT Rcvkw 

Bnnkm^Tks 

D-J-Y Disk fS«u 

Hirduare Facts 

- plus the regular c ol umnn 



I'li-uhc nil the Switi 

Camelot 

ttnmb Escape 

Bull Ant* 

Musk Maker 

1020 Printer Njindler 

PMG in Machine; t 'ode 

Music Rev-Lews 

Adventure Column 

Lnsiue 14 

Counteraction 

Supply BJflS-UT 

Crossword Creator 
I J 

Access 111 

Rainbow Start 

the Golden Baton 

Fi»t Step* A- 2 of BASIC 

Issue 15 

Ttlr yj.i n d priTT 

Tick Toclt 

Autocar 

THE BOOSTER 

flayer Mlsslk Graphics 

tOCHi; 

Going Slalcsidi! 
,.. reviews and. more 



At 



Issue 16 

Black Bo* 
FREEWAY ACEF 
Drought*, 
Turn The Tables 
Autocar Graph 

130XE Rrv-^u^d 

Atarlwrlter and ihc 1027 
.... &J books revteueii! 

Ikaue 17 

Renum 

Shooting <inillery 
X-Y-Zap 
Inlay Cards 
CASTLE MORGUE 

Mattht*/* Label Maker 

Antic 4/5- Tutorial 

Superscript Ket'iew ... and niorid 



DUST COVERS 



Don't risk a breakdown of you precious equipment through 
dust or spilt coffee! Protect all of your equipment with a 
custom made dust cover. Natural PVC with a brown or black 
trim - easily folded away when your equipment Is in use. Easily 
fitted with all peripherals, joysticks etc in place. 



520 ST 4.95 

3Vz" SF354 Disk Drive 2,95 

Stacked 3Vi" Disk Drives (2 } 3,95 

SMI 24 Monochrome Monitor 4.95 

400/800/600 XL/800 XL/ 1 30 XE 3,95 

410 Old Style Cassette' 2.95 

410 New Style Cassette 2.95 

1010 Cassette 2,95 

810/1050 Disk Drive 3.9 5 

1020/1 027/1 029 printers 3.95 

Other printers (to order) 4.95 

*old style does not have a pause button. 



Some popular printer covers are held in stock but most can be 
obtained to order, Please state type of printer. 



DISK INLAY CARDS 



Keep track of your 
programs easily and 



Disk insert cards. 
Pack of 25. 



£1.00 each pack inc. postage. 



PAGE 6 BINDERS 

with FREE index! 



NOW AVAILABLE! Superb binders to keep all 
your copies of PAGE 6 in mint condition. Each 
binder holds 12 issues securely and safely. For a 
limited period each binder will come with a 
comprehensive index to the first 12 issues of 
PAGE 6 completely FREE! Turn your PAGE 6 
magazines into a permanent reference 
collection. 

Binders £3.95 EACH plus 30p p&p each, 



THE PAGE 6 LIBRARY 



Available to subscribers onfy. the PAGE 6 LIBRARY 

is a fine collection of Public Domain programs from 
around the world. Hundreds of user- written programs 
(including machine-code) at very little cost. Available 
on disk only. Send a stamped addressed if you have 
not had current details. 

ORDER ALL ITEMS ON THIS PAGE FROM 
PAGE 6 MAGAZINE 
P.O.BOX 54, 
STAFFORD 
ST16 1DR 

Please make cheques payable to PAGE 6. 
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WRITE A GAME! 



By now you should all have the complete* A- Z of ATARI 
BASIC, and 1 hope that you forgive any mistakes that 
occurred between my keyboard and the final copy. 

The Editor and 1 have been discussing how best to follow 
this set of articles and he has talked me into trying to write a 
game, a section at a time, to illustrate BASIC and involving 
reader's participation. This sounds easy until you sit in 
front of a blank screen but one reader has come to my 
rescue, Albert Bid well recently asked me how to write a 
noughts and crosses game and I have decided to use this 
game to explain some of the commands that were in the'A- 
Z. The examples used will follow most of the rules of 
programming, but will deviate where necessary so that it is 
easier to explain. I hope that I can keep this set of articles on 
a simple level to introduce the beginner to programming, 

1 hope that you are not sitting back saying, Oh great - a 
free game!'. I warn you here and now, lam expecting lots of 
response from the readers and if I don't get it the project 
may be doomed. I want you to improve the program in any 
way you can and send me your ideas and your own 
programming examples to illustrate how the game should 
be improved. Letters should be sent to me as soon as 
possible to give me time to set up the next article. You can 
still contact me direct with any problems but do enclose an 
S.AE if you require a reply. 

As th e n ext iss ue will be e arly for Christmas the re wi ] I not 
b e time to i n elude your ideas in the next col u mn but I would 
like to hear from as soon as possible so 1 can plan ahead. 
Remember though, without your response the column is 
doomed' 



Let's start Normally we would start any program with a 
rough idea of how we want our game to run, i.e. the object 
of the game, rules, scoring etc but as everyone already 
knows the game of noughts and crosses we can pass on to 
the initial flowchart of the game - termed the ALGORITHM I 
have included an explanation with the algorithm, but in 
order to get you started I have also included a small 
program to show you how the 'FINISHED?' and AGAIN? 1 
boxes work Check out the program listing. The REMs 
should make it self explanatory enough. 

If you now refer to the diagram you will see that the 
introduction screen is set up as a GOSUB routine. This is 
for reasons of speed as whenever a GOTO or GOSUB is 
used the computer starts at the beginning of the program to 
search for the required line. It will run far quicker having the 
main play sequence as near to the start of the program as 
possible. 

If memory space is critical, all DIMensioning and initialis- 
ing must be done first but it is preferable to set up the screen 
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REM * FIRST STEPS - WHITE A GAME i * 

REM * ■ * 

REM * PAGE 6 MAGAZINE - ENGLAND * 

intro screen. 



REM Set UP 

□D 10 GOSUB 5010 
UT 90 REM *** Main sequence. 
VI GOTO 

MX 5003 rem **# Set up intro screen. 

MZ 501B GRAPHICS 1 : POKE 559,O;P0KF 710,0: 
DIM AS C1ZJ ,6$ 1 12 3 j M5 CiJ j OSfll :CMPTR = 10 
000 : C=8 : C0=C ; COUMT-C : xS-'-ffl 1 ' : o$="E" 

LI 5015 POKE 752,1: FOR ft=l TO 100:? W6J M 0 
□oB"; : NEXT ft : POKE 559,14 

KB 501? REM *** Set up players, 

NR 5020 ? K* + + +LmiifiU IJgiYJ*:! EE EI] 41 

wy 5025 trap 5020:? "What is your none 11 ;: 
INPUT ASi? "Your opponent's none C* fo 
r conputep)' ( 3lHPUT OS?? "H« 

00 5030 IF 0$ CI , 13 =■'*■■ THE H TRAP 40000: CO 
=1 

MO 5039 REM ww* Set up Main play screen. 
GB 5040 GRAPHICS 2 : POKE 559,0: POKE 712,40 

:SETC0L0R 3,4,10:P0KE 756, 226;P0KE 752 

,1 

AH 5045 POSITION 7,2!? I I I " ; POSIT 

ion 7,4:? ttft; " | -"t'™iH " i position 7 J 6 : ? 
tt5;"l 11 1 " 

KR 5046 POSITION 7,81? tt&J '* 1 — 1 — 1 — 111 
A J 5050 FOR Y = 3 TO 7 STEP 2 1 FOR X = 7 TO IS 
STEP 2: POSITION H,Y:7 tt6 ; CHfl $ C124 3 ; \ C 
=C+i:NEKT K : NEXT YiC=97 
OL 5060 FOR Y-Z TO 7 STEP 2 : FOR H = f3 TO 13 
STEP 2! POSITION K,V:? 1*6; CHRS<C) ; : C=C 
+ i:me«t k:nekt Y:P0K£ SS5 ,3d: Rti urn 



so that the players have something to look at while the 
computer is busy with its housekeeping. Once the screen is 
set up, all INPUTs must be answered and any errors must 
be TRAPped, otherwise the program will stop execution. 

The algorithm may seem complicated and tedious, but 
in practice it is very simple. The graphics take up most of 
the listing and the error trapping only a few lines Type in 
the listing and try some silly responses Because the 
computer only checks for illegal strings it will take any legal 
input as your true name. If your name is longer than the 
length to which the name string is Dimensioned it will only 
store to the dimensioned length, so if you need more space 
use a longer D I Mentioned string (A$ and B$}. 

Here are a few notes to help you with the program. 
Notice that the subroutine starts at 50 10 and that I have 
placed a REM statement at 5009. Never, ever, send the 
program to a line containing just a REM statement Many 
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by Mark Hutchinson 



Write to Mark Hutchinson 
at 

P.O.BOX 123, BELFAST, 
BT10 ODB 



people tend not to type in these statements and they are 
the first to go when more space is needed So do not risk an 
ERROR 12 (look it up!). 

The rest of the program should be easy enough to work 
out Line 999 stops the program trying to run the sub- 
routine aga tn which would give an ERROR 1 6 . Th is type of 
line is normally one of the first lines I use and the last to be 
deleted. POKE 559,0 switches off the screen causing the 
computer to work faster and the drawn screen to appear 
fully completed. CMPTR is the GOSUB address of the 
computer routine. CO is a flag to indicate that the computer 
is the opponent and COUNT is the flag for checking the 
number of turns. Notice in line 5020 the cursor control 
characters to save on a POSITION statement The TRAP 
statement at line 5025 will send the program back to line 
5020 if an illegal response is given to the question (starting 
a string with a number etc), giving ERROR 8. If the 
responses are valid then TRAP 40000 clears the TRAP, 
CO decides if you will be playing the computer. The final 
part of the program sets up the main play screen and 
switches on the screen with POKE 559,34. 

As the game is configured for the main play screen we 
will keep that as it is, however, I would like to see you try 
your hand at a new intro screen, that is. something to 
replace lines 5000 to 5020, You can go beyond 5020 if 
you wish as it is an easy matter to renumber the remaining 
lines. 

Now that you have seen part of the program 1 will set you 
your first task ] would like over the next few weeks some 
intro titles with the best sound and graphics you can 
manage. In future columns I will publish different parts of 
the program but please do not expect to see the completed 
game for some time to come. If Les has the space he might 
include the completed program in the final part of this 
tutorial. Please print your program as neatly as you can. 
Underlining means inverse and square brackets mean 
control characters. 



ALGORITHM DIAGRAM EXPLANATION. 

We enter the a \gorith motS TART. The firs t thing we encounter is obex 
that sends us to a GOSUB routine setting up the introduction screen. The 
box on the right shows us some of the things that must be done to set up 
this screen. When you have set up the screen to your own satisfaction, 
follow the path to the next box. At this point the player inputs 
information If on ERROR occurs then a THAP must be used to send the 
program back to the start of the input otherwise the program wifl STOP 
The next box is a decision. 'DO YOU NEED INSTRUCTIONS?'. If not 
then the program returns to the main sequence. If you do need 
instructions then continue down the path Again errors must be taken 
core of The next step is to clear the screen and print the instructions- 
Then the program waits to see if you have finished This part is usually 
controlled by TRESS ANY KEY TO CONTINUE. No input and it will 
wait YES will continue the program. The next steposks you if you wish to 
view the instructions again. This can aisv he used if the instructions couer 
more than one page. YES sends the program to the point where you said 
YES to the question 'DO YOU NEED INSTRUCTIONS?'. If you decide 
yon hove seen enough, then the program returns to the main sequence 
Again, errors must be taken care of. 



HAVE YOU GOT YOUR COPY 
OF THE BEST CLUB 
MAGAZINE IN 
BRITAIN? 




km 



Filled from cover to 
cover with: 

« Galvanising 

Games 
m Tantallising 

Tutorials 
* Mind-boggling 

Machine Code 
m Lot S3 Listings 
■ Topical Tips 
» Realistic Reviews 

Send a cheque-'' P.O. for £4-00, made payable Co the 
"U.K. Atari Compuler Owners Club , for your four issues 
subscription now. Or send C1 -30p (which includes P&P) 
for a sample copy, to see what the magazine offers. 

Don't delay do it today!! 



THE U.K. ATARI COMPUTER OWNERS CLUB 
GE3 P.O. Box 3, Rayleigh, Essex. 

Independent User Group 
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FIG 1. - Akgwithm for game introduction. 
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project 



The purpose of this project is to enhance the write- protect 
capabilities of the Atari 8 10 disk drive. Itwillgiveyouaswitcbable 
write protect tab so tbat you can ensure the safety of data, make 
one-off file changes, or use the B side of disks without cutting a 
hole. 

To complete the modification you need to be a very competent 
circuit builder. It is extremely easy to make mistakes and just one 
slip-up could ruin your disk drive and cost you over£60 for repair. 
if in doubt, give up/ Because of this,, I have not aimed to give step 
by step instructions* so if you era friend do not have such skills* I 
recommend you look at the Autotect reviewed in PAGF.6 as an 
alternative 

Undertaking this product will render the warranty of the 810 
void. If you choose to do the alteration, read this article all the way 
through first 

COMPONENTS REQUIRED 

1 x Verostrip (Maplin FL17T) 

2 x locking PPPT push switches with single mounting bracket 
screws, spacers and burtons. (MapUn FH67X, FH75S&. FLM1 ,1 or 
Tandy 275-9401) 

1 x Green LED with holder 

1 x Red flashing (see text) LED (Tandy 276-036) with holder 
1 x packet of Veropins (Maplin FL24B) 

1 x 5-way socket (Maplin BH66W & 5 x YW25Q 
Wire (multicoloured) 

2 x small right angle brackets (Meccano?) 

3 x bolts/ nuts/ washers 
2 x knurled washers 

There are some components worth saying more about Most 
important is the flashing red LED. Although this will cost you 
about£1.10, ten times more than an ordinary red LED, and atrip 
to Tandy is required (Maplin do not stock it) it really is vital in order 
to keep your attention whilst write- enable is on. Cut costs, and you 

could lose in the long term. Any LED holders should do. but I 
don't recommend the chrome panel holders (Tandy 276-080, 
Maplin FM38R) because they cut the viewing angle too much 




A write protect modificeti 

A proper PCB plug (Maplin RK67X) could be used if you wish 
but I found Veropins quite satisfactory, and you need them 
anyway. Don't cut the present cable or you will not be able to 
restore the 810 to its original state if you wanl 1o. 

Although Maplin and Tandy have been quoted as sources of 
supply, many of these components should be available from your 
local electronics shop. 

CONSTRUCTION 

The diagrams should be sufficient for anyone capable of 
building the modification, but here are some hints you may find 
usefuL 

Make sure the 'veropin plug' is not obstructed by wire ends 
around it (a file may be required), or it may not 'make 1 properly 
and fall off later. Whatever plug type you use, make sure only the 
marked wire is red, in order to aid you in future. (TheSlO peb has 
the red wire marked). 

I placed two LEDs next to the BUSY and FWR ON LEDs, but 
you could put them anywhere. Holes will have to be drilled to suit 
your holders. 

The 810 top. removed by taking the four little discs at the top 
off to expose the screws, has to be modified to expose the 
switches. If you look inside the top, you will see moulded holes at 
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ication for 810 disk drives 



the rear(opposites for the power in and drive select switches). Cut 
out the two large round holes with a sharp knife. 

The switches themselves must be mounted on the PCB using 
spacers, I used an old ball point pen barrel cut at 7 mm intervals. 
These are needed to position the switches behind the holes The 
switches are not soldered direct to the veroboard, but wired 
together, Le. A to A, B to B etc There are only two of each 
letter 

After you have built the board, wired up the LEDs and 
connected the flying socket, you must spend plenty of time 
checking your work First, check that you have made all the right 
connections as shown in the diagram. Second, very carefully 
check that there are no solder splashes or strands of wire that are, 
or may be in future, shorting two points. Terrible damage can be 
caused by such shorts. Finally, repeat the two checks. If you find 
anything wrong> correct it and start the checks again. You cannot 
be too careful. 

Only when you have thoroughly checked your work should 
you fit it to the 810. Once you have unplugged the power lead, 
you have to locate plug number Jl 01, which is at the back on the 
vertical board, and note the position of the red wire (also marked 
on the PCB). Gently remove the socket, (the plug has the pins) 
and fit it onto the Veropin plug, ensuring the red wire matches. 
Now connect your flying socket to J101, checking that the red 
wire follows through all the way from Jl 01 to the original socket 
(ignoring the break on the Verostrip) 

The two right angle brackets are each used in different ways 
You will find one hole suitable for a bolt near the centre in the 
metal plate at the back of theSlO. The two knurled washers are to 
be used with this bracket to hold it tightly in place without 
pivoting. The second bracket is used to help prevent pivoting 
whilst the switches are operated It will rest inside the metal back 
plate to which the other bracket is bolted. When mounted at the 
back the new board should not interfere with any drive com- 
ponents. If you drive is different do not attempt to fit this 
modification, as the circuits may have changed. 

8-Tect IN USE 



formatter (DOS 2 selection 1} and a write protect labeL With only 
the ordinary LEDs on (inner button out), the drive should act as 
normal, obeying the write-protect tab. {If write- protected, the 
drive will give erTor 1 44 when you access it to format Otherwise it 
will format normally.) With a 'special* LED lit, the drive will either 
be write protected (green) or unprotected (flashing red). When all 
is tested and working, replace, the 8l0 ! s lid. The modification is 
complete. 

You may have thought that I have overdone the 'make sure 
you check it' warnings, but I haven't To my cost I hurried the 
'production' version (having had a prototype going for months) 
and left a minute solder splash. With a mini fireworks display, I 
killed the infra-red LED and a few other parts. Fortunately 1 know 
the8K) well and have fixed it but as L, the designer, can foul up, I 
hope you heed my warnings and check everything thoroughly. 

No responsibility i$ accepted by the author, PAGES Magazine 
or any other party /or any damage that may occur from the 
building of this project _ 



by Matthew Jones 
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Ensure that the fitting has been done correctly, that you have 
connected the right sockets to the right plugs and got them the 
right way round ( use the red wire as a guid e). Wh en all is okay, set 
both switches to their 'ouf or 'extended 1 position. Leaving the 
810 lid off for now, plug in the power lead and turn on at the front 
Be ready to turn off immediateiy if no LEDs come on or the drive 
doesnt do its normal start- stop power up. (Re- check you wiring if 
all is not well) How press the 'inner 1 button and the green 
'protected' LED should light Press the 'outer 1 button and the red 
LED should flash continually. Press the 'inner' button again and 
only the power LED should remain on 

You must now test the write protection, using a blank disk, DOS 



Knurlad .vi ihc ' 
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GOTO DIRECTORY 



A.S.WOOTTON & SONS, 

116, Edleston Road 

Crewe, 

CW2 7HD 

Tet 0270 214118 

Nothing but ATARI. Auth- 
orised Service Centre with 
fast turnaround of all 
repairs The usual range 
plus printers, joystick 
inserts, extensions leads at 
good prices. Try us for 
repairs or purchases. 

COMPUTER CENTRE, 

174, High Street, 
Horn church. 
Essex 

Tel: Hornchurch (04024) 
75613 or 44255 

We have a large range of 
software, hardware, print- 
ers, interfaces, magazines 
and books Full support 
given to interfacing, word 
processing etc Computer 
repairs. We specialise in all 
home computers. Mail 
Order or personal callers 
welcome, 

lilTS AND PIECES; 
If) North Street^ 
St rood, 
Rochester. 
Kent 

Tel: n634 72102* 

orOG34 716422 

A NEW Atari only shop in 
Medway area, XL/XE/ST 
always in stock. We are 
happy to demonstrate the 
latest software and offer 
the most friendly service. 
Remember we are ATARI 
only We stock the best 



The GOTO DIRECTORY ts a guide to retailers who 
provide product support for Atari Many of these 
retailers will supply Mail Order so if you have trouble 
finding a supplier, turn to the GOTO DIRECTORY 

Retailers who are interested in an entry in this feature 
are invited to contact the Editor on 0785 4 1 153, 



JENNINGS STORES, 

248, Hertford Road, 
(Nr. Green Street), 
Enfield, 
Middx 

Tel: 01 804 1767 

Very large range of English 
and American software 
available as well as the 
very latest in hardware. 

PEATS ELECTRONICS, 

25, Parnell Street, 
Dublin l h 
Ireland 

Tel: (00)01 749972/3/4 

We stock a full range of 
Hardware, Software inter- 
faces, Printers and acces- 
sories. The fullest support 
for Atari in Ireland, Mail 
Order throughout the U K 

MICROBYTE, 

71, Sea view Road, 

Li&card, 

Wallasey. 

Merseyside, L45 4QW 
Tel: 051 630 6933 

Tired of high prices, poor 
service and hidden charges 
from other Mail Order 
retailers? Try us for the 
latest titles and U. S. mags 
Visit or call anytime up to 
6 p.m 



SOFTWARE EXPRESS 

31, Stoneyhurst Road, 
Erdington. 

Birmingham, B24 8 HA 
Tel: 021 384 5080 

We are a company dedic- 
ated to supplying ALL your 
Atari needs which qIso 
includes a PERSONAL 
IMPORT SERVICE and an 
out of warranty repair ser- 
vice. For sales and service 
phone 021 384 5080. 



LADBROKE 
COMPUTING, 

33, Ormskirk Road, 
Preston, 
Lancashire 
PR1 2QP 

Tel. 0772 21474 or 
0772 27236 

We offer full service and 
support for any Atari and 
have all peripheral and 
available software in stock 
Come to the shop for per- 
sonal service or try us for 
Mail Order Either way 
you'll be pleased you did 



TRIONIC 

144, Station Road, 
Harrow, 

Middx, HA1 2RH 
Tel: 01 861 0036 

Software, peripherals 
books and magazines A 
comprehensive range for 
Atari Amstrad 
Commodore and 
Spectrum. Try our late 
night shopping. Open 10 
am. to 8 p.m. Monday to 
Saturday. Give us a call or 
pay us a visit 

RADFORD HI-FI LTD., 

52, Gloucester Road, 

Bristol, 

Avon 

Tel 0272 428247 

We stock and support a 
comprehensive range of 
products for Atari. Huge 
range of software from 
educational to small 
business (plus games of 
course). Word processing 
packages Printers, All for 
the best computers! STs 
available from stock 

YORK COMPUTER 
CENTRE, 

7, Stonegate Arcade, 
York 

Tel: 0904 641862 

Top A men can and English 
software • over 1000 titles! 
Hardware, books, 
magazines accessories If 
you need anything for your 
Atari, try Yorkshire's 
widest and most compre- 
hensive range of products 
for your machine. 



£7 



to give 

files in BASIC 



DATABASIC 

subroutines to ENTER 
chained and indexed 

TABLET DECODER £7 

decode tablet files from BASIC 

(both on disk for 4HK DOS 2/2.5) 

I^H Bk Jfl 5 Crauford Rise 

Ml Maidenhead 
^ ttH Berks 
K SJjfi 7 LR 




"MICRO ILLUSTRATOR! 

(Touch Tablet/Koala Pad etc.) 



TO 

1029 PRINTER 
SCREEN DUMP 

with BONUS Pic- files 

NOW £5 - Disk only 

Mike Jervis, 19, Portree Drive, Rise Park, 
Nottingham? MfiG JSDT 

8* nd S..4.E. iav INCREDIBLE prices on ATARI 3rd parly 
hardware 
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ANYONE KNOW GERMANY?: I 

have recently come across a few public 
domain programs and demos from users 
in Germany and they are brilliant. If 
anyone has any more or can put me in 
touch with any User Groups in Germany 
please get in contact I would love to 
publish some of the programs or help 
distribute them in the UK if I can contact 
the authors. Les Ellingham c/o PAGE 

SPECIAL INTEREST GROUP I am 

starting a special interest group for Atari 
home computers which wil] concentrate 
on matters such as music, robotics, com- 
puter art and other specialist activities, 
Initially we hope to offer two services -. a. 
newsletter and a contact service. If any 
readers are interested could \ invite them 
to write to me enclosing a stamped 
add ressed envelope for an application 
form. G. Leader, 143, Richmond Road, 
Leytonstone, London, Ell 4BT 

ANALOG 16: Wanted or copy of Solid 
States with instructions from that issue. 
Will pay for issue or provide a blank disk 
and pay for photocopies EJurdzis, The 
Astley, 33, Byron Close, Blacon, Chester, 
CHI 5XF 

DECEASED 810: Non-working 810 
disk drive with loads of disks, any offers? 
Phone J, Beard on 01-767 4732 

RADJO HAMS: Can anyone help me to 
use my Atari for CW/RTTY/AMTOR I 
have a full licence but we do not have 
much support for Atari in Belgium. 
Jansen Guido, Guido Gezdlestraat 40, 
&8390 Knokke- Heist 2, Belgium. TeL 
050/514554 

ST USERS: We have just started an ST 
Usvt 2 roup a n d wo ul d ] i ke to correspond 
to users of the ST in the UK and Europe 
to get together information about pro- 
grams and demos etc. We hope to pro- 
duce an ST newsletter quite soon. Choo- 
Sian Ong, P.O Box 50423, Pasadena, 
CA91105, USA 

(PAGE 6 is also interested in getting 
together and distributing as many ST 
demos and public domain programs as 
possible. All disks returned with, hope- 
fully mare goodies on. Ed) 



TIME MACHINE: Can anyone tell me 
how to get back onto the sand from the 
dark passage in the Egyptian Time Zone? 
Also in THE COUNT how do you stop 
the flagpole from breaking? I can ex- 
change help on Pirate Adventure, 
Voodoo Castle, Strange Odyssey, Mis- 
sion Impossible. Golden Voyage and 
Golden Baton. Gavin Farster, 814, 
London Road, Leigh-on-Sea, Essex. 
Phone no. 73308 

PEN PALS WANTED: I would like to 
make new friends in Great Britain, 
Europe, America I have a 130XE and 
1050 disk d rive Please write to David 
Morgan, 85, Walter Road, Ammanford, 
Dyfed. S.Wales. TeL 0269 3266 

CHALKBOARD POWER PADt Does 
anyone have any software for this and 
technical information on how the unit 
works? John Dimmer, 16, Highdyke 
Road Cranwell, Sleaford, Lincolnshire. 
EN34 8EJ. TeL 0400 61383 

YORK USER GROUP: We are a group 
of enthusiasts around York currently 
setting up a User Group If you are 
interested in meeting others in this area 
please contact John Nelson, 10, Dring- 
field Close, Dringhouses, York Tel 
YORK 708391 



BOOKS FOR SALE: Machine Larv 
guage for Beginners £7 75, Atari Games 
and Recreations by Reston and Atari 
Basic by Wiley for £16.95 all inclusive. 
Michael Courtney, 64 s First Avenge, 
Gillingham, Kent ME7 2LG 

PRINTER FOR SALE: Centronics739 
(same as Atari 825 and totally Atari 
compatible) including MMP interface, 
cable, manual cover and word pro- 
cessor, Accepts single sheet, roll and 
fanfold paper. As new condition £200. 
Tony Chamberlain, Tunbridqe Wells 
(0892) 20694 



1027 FOR SALE- Atari 1027 printer 
less than a year old. Any reasonable offer 
considered Contact M. Whitney during 
the day only on 01 698 64 1 2 



HOME FILING MANAGER: Does 
anyone know how to change the number 
of linefeeds between printing 'cards 1 and 
can the type styles be changed? Tony 
Chamberlain. 0892 20694 

BACK ISSUES: PAGE 6 issues 1 & 2 
required to completed set Quality photo- 
copies accepted. J. Stuart Buchan 
Phone 0383 414349 (evenings) 

AUSTRALIAN USER: My name is Ray 
Christie and I live in Victoria, Australia. 
We haven't had an Atari distributor out 
here for 10 months and I would like to 
write to folks in the UK to keep in touch. 
Please write to R. A Christie, 15, Heather 
Grove, Greensborough 3088, Victoria, 
Australia 

BOOKS AND MAGS FOR SALE: 

PAGE 6, Antic, Analog and many Atari 
related books for sale. Please send s.a_e. 
for list to H Field, The Chimes, Belts 
Lane, Hoo, Nr. Rochester, Kent, ME3 
9HT 

ADVENTURE HELP: Can anyone 
help me on Dallas Quest where I am 
stuck at the Trading Post and on Sands 
of Egypt where I am stuck right at the 
beginning! Ron Hoogendyk, Prs Beatrix 
Str!3, 1721 AS, Broek Op Langedyk, 
Holland 

WORLDWIDE CONTACTS: I would 
like to write to other users around the 
world. I have a 64 k 600XL and 1050 
disk drive. Ron Hoogendyk, Prs Beatrix 
Str.13, 1721 AS, Broek Op Langedyk, 
Holland 

TIME MACHINE: How do you escape 
from the Weapon Room after you have 
pulled the lever? CShute, 20, Kingshaves 
Road, Aldridge, WalsalL West Midlands, 
WSGSRU 



CONTACT really does world If 
you need help or want to get in touch 
send your notice to PAGE 6 on a 
separate sheet of paper headed 
CONTACT. We will accept any 
notices except those offering soft- 
ware or copying utilities for sale or 
exchange. 




Livingston BBS 

Atari based board - the best in Britain! 
TeL 0506 36978 
24 hours 



C. B. A. B. B. S. 
BUG club board 
TeL 021 430 3761 

24 hours excluding Thursday evenings. 
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The big event of the month has to be the PCW show at 
Olympia. The club organised a coach trip to London on the 
Sunday to see what had been described as 'the ATARI 
show" and, especially when you compare it to the episode 
we had two years ago, it was a great success, A few saw fit to 
have a lie in and miss the d eparture, but we wen t down with 
a full coach and returned happy and content Fm sure the 
rest of the magazine has the show well documented but a 
little more shouldn't hurt The exhibitors had obviously had 
a very hard week because they looked well and truly 
wacked. Atari had three large stands, one of which 
appeared to be coffee tables and another was full of STs 
lying idle, It's a great idea having thirty or so machines for 
visitors to try out but something a little more interesting 
than the OS would have been appreciated. There was 
Kennedy Approach on one, but nobody seemed to know 
how to play it and somebody had swiped the instructions^ 
There was even one stand selling its software package but 
didn't have one to demo, and the pretty lady promoter 
didn't even know the price of the machine. I was looking 
forward to the Colourscape demo mentioned in the last 
PAGE 6 but tt was on a screen so large that you needed to 
go to the other side of the hall to see it where you couldn't 
hear the music through the constant beeping of games and 
Ram bo videos. 

But I don't really want to sound so negative, It was a great 
day out and 1 enjoyed myself immensely. It was also nice to 



see a bit of the competition which 1 have always ignored in 
Laskeys and Smiths. There was one demo on the ST that 
was really quite stunning. It was a file of high res colour 
pictures (well actually it was the lowest resolution on the 
ST) which could all be called from the disk and displayed 
on the screen at the same time, on top of each other, and 
then moved and cropped and altered and have the colour 
changed ... and it doesn't sound half as impressive as it 
looked It is some machine. 

Anyway, what else is new? CB.AB.B.S. (the Central 
Birmingham Atari Bulletin Board Service) is now up and 
running. So, if you have a modem you can get in touch with 
it and BUG, by dialling 021-430 3761. During the first 
week on the air, it was contacted by 20 users, one of which 
was from Norway! It is running 24 hours a day except on 
Thursday evenings when the hardware is used at the 
club. 

In th e last few months th ere have b een quite a nu mber of 
new software releases and we must thank Software 
Express International for letting us preview them at club 
meetings as they have become available. If s good to be 
able to spend a night on them before splashing out Thaf s 
one advantage all you users who have refrained from 
joining the club are missing out on 

Mike Wilkinson 



LISTER 



by Mary Lynch 



Lister was written for use on the 822 printer to aid in 
debugging program listings but should run on any other 
printer. It allows you to print a listing to any line length and 
divide it into manageable pages. 

The program to be listed must be on tape or disk in LIST 
format e g LIST lk Q PROGRAM" or Li$T ,+ G'\ Just answer 
the on screen prompts. 



BERTIE continued from page 10 



BY 20244 DATA 173, 221 , 6, 24 
266 , 76 , 15Z,6 1 173,, 221 , 6 , 
1,6. la 1 ? , 204,6,56,233, 16 

B A 2O250 DATA 0,201,16,48, 
3,219,6,24,109,216,6,13 
, 203, 160, 255,145, 203, 13 

MA 26266 DATA 109,212,0,13 
, 205, 1*5, 263 , 208,132,16 
189,? 08, 6, 157, 0,2 GO 

Ml 20270 DATA 131,0,0,0,0, 
,0,0,0,0,0,0,0,0,0,0,0, 
,6,0,0,6,6,0,0 

HM 2S299 REM \*T*k ftW Jil I'M 'JIM 

UK 20300 DATA 0,55,73,137, 
30,190,55, 73,137, 137,15 
±36 

PG 20310 DATA 0,0,0,18,54, 
10,54,34,0,0,0,0,0 

RC 20320 DATA 0,0,102,107* 
36,231,102,107, 153, 102, 
, 129, 0, 02 

OK 20330 DATA ±27,127,127, 

IZ 20340 REM fJOBTBiia 



,109,210,0, 133, 
24, 105 , 1, 141, 22 
, 157 , 204 
213,76,127,6,17 
3, 20j4 , 163 , 0 , 133 
0,200, 251 
3, 203,160,0,177 
, 266, 247, 174, 21 
, 24 , 144 

0 P B ( 0,0,0,0,0,6 
192,200,224,240 



137, 157 , 98, 126, 
7, 90, 125, 36, 60, 

34, 0, 0 r 0 , 0 , 0 , 0 , 

153,102,109,66, 
189 , 66, 36, 36 „ 66 

62,6,0,0,0 



UG 30000 REM WWUM W K H H HMM H H K M MH H w M XMMMKMM 
EB 30001 REM * LISTER by Linda Tinkler * 
UK 70002 REM » Feb . 1905 » 

OS 30003 REM * * 

UU 30004 REM * PAGE 6 MAG . - ENGLAND * 
UF 30005 REM KKWHK HH MKKMKK MM mtKKKM i fHMMKM 
JF 30OO9 DIM FILES (153 

DB 30810 ? "^LENGTH OF LINE ■»; :INPUT CL 
TP 30020 ? "NUMBER OF LINES TO A PAGE "j: 
INPUT PL 

RU 39040 ? "NAME OF FILE TO LIST US* "0! 
1 PREFIX or Ci if cassette"; ; TRAP 3816 

O ; INPUT FILES 
PC 30050 PK PEEK C555S : POKE 559, 0 
DC 30060 LPRINT , , FILES ! L PRINT 
BK 30070 TRAP 3816fl:0PEN tt-2 , 8 > 0 , ,l P : " : OPEN 

ttl, *, O, FILES 
00 30080 L=l 
HP 30090 FOR C = l TO CL 
NF 301O0 TRAP 30170 i GET ttl , A 
ZB 30JL10 ? t*2;CHR$ (A* ; 
GH 30120 IF A-15S THEN 30140 
VL 30130 NEXT C ! ? »2 J CHR S C 155 J ; 
XV 30140 L=L+1:IF L<-PL THEN 30690 
YD 30150 FOR PG=1 TO 3:? HZ : NEXT PGiGOTO 

30880 

OF 3 016O POKE 559, PK : ? 

AME AND HARDWARE THEN" 

OO10' RETURN" 
UB 3O1?0 CLOSE ttl : CLOSE U2 I POKE 559, PK:TR 

AP 40000 : END 

D 



' I J'lflilil CHECK FILEN 
? "TYPE 1 GOTO 3 
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Silicon Chip 

IMo. 1 FOR ATARI* 



Atari 520 ST 



GUARANTEE 

Our EXCLUSIVE Direct 
Exchange Guarantee is 
available FREE OF CHARGE 
to all our customers. 
If a product purchased from 
SILICON CHIP becomes faulty 
due to a manufacturing or 
component defect, within ONE 
YEAR of purchase, we will, 
subject to availability, 
exchange for new. 




SPECS 

512K RAM. 
Expandable Rom. 
MIDI Interface. RS232 
Serial/Centronics Parallel 
Interfaces, Floppy Disk and Hard 
Disks Interfaces, RGB Video and TV 
outputs. Sound Generator with 3 channels. 
2 Joystick Ports, 3 Graphics and Text Modes - 
320x200 - 512 colours, 640x200 = 4 colours, 640x400 B/WT 
16 Bit Motorola 68000 Microprocessor running at 8 mHz. 



PRICES 

ST PACK INCLUDES 

520 ST 

7 Meg Flnppy Drive 
Hi-Res BAN Monitor 
Plus software listed below 
£749.99 

Basic, Logo, GEM write.. 

GEM paint and BOS Operating 

System 

Final prices and specs may be 
subject to change. 

POWER WITHOUT THE 
PRICE 

Chipsoft Integrated Accounts 
Package:- 

fncluding Stock Control. 
Nominal. Sales and Purchase 
Ledgers £250 

ST to Centronics Printer Lead 
£29.99 
ST Midi Lead 
£24.99 




SILICON CHIP LTD, Showroom address: 

302 High Street, Slough, Berkshire. Tel: 0753 70639 

* t st Atari Business Centre. 

* 1st Dealer for 730 XE. 

* 7 st Deafer for 1029 Printers, 

* 1st Dealer with our own Software House for Software Support 

* 1st Dealer for 520 ST 

P/ease phone or write for full details. 




TEL: 021-643 9100 
212 BROAD STREET; BIRMINGHAM BIS 1AY 




FRIENDLY WELCOME 
ASSURED 
EXPERT ADVICE 
ALWAYS AVAILABLE 

OPEN MON- SAT 
9:30 a.m. - 6:30 p.m. 




A COMPREHENSIVE SELECTION OF 
SOFTWARE ALWAYS IN STOCK 



YOU'VE 




AS ATARI SPECIALISTS WE OFFER KEENEST PRICES 
A\D LARGE UP TO DATE STOCKS 



TRY OUR MAIL ORDER SERVICE GOODS DESPATCHED RV RETURN 1 — 



NO WAITING 



